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CLAIMS 



[Claim(s)] 

[Claim 1] In the video game equipment which controlled by actuation of an actuation means 
the game screen displayed on a monitor A character display-control means to display that the 
player character is indicated by rotation with a throw object character, a throw object character 
is turned in the predetermined direction with said player character, and a throw is carried out 
when said actuation means is operated to predetermined timing, While displaying the throw 
mark of said game screen which moves to this guide viewing area in relation to rotation of said 
throw object character while setting a guide viewing area as a field in part Video game 
equipment characterized by having a guide display-control means to make the area mark 
which specifies the throw area of said throw object character correspond to said guide viewing 
area, and to display it. 

[Claim 2] It has a throw power grant means to give the throw power corresponding to the flight 
distance of a throw object character to accumulative to said throw object character by 
continuation actuation to the operating member of 1 prepared in said actuation means. While 
said guide display-control means approaches and sets the level viewing area which displays 
the are recording level of the throw power by said throw power grant means as said guide 
viewing area Video game equipment according to claim 1 characterized by performing the 
level display to the level viewing area one by one according to said are recording level 
increasing. 

[Claim 3] Said operating member of 1 is video game equipment according to claim 2 
characterized by consisting of a stick type controller which has the operating lever which can 
be concentrated in the direction of 360 degree which contains front and rear, right and left from 
an upright position by actuation from the outside, and outputs the information about the 
devotion direction and devotion include angle of this operating lever. 

[Claim 4] Said guide display-control means is video game equipment according to claim 1 to 3 
characterized by indicating by sequential the index updated whenever said throw object 
character rotates one time to the rotation index viewing area while approaching and setting the 
rotation index viewing area which displays the index relevant to the rotational frequency of said 
throw object character as said guide viewing area. 

[Claim 5] It has a throw include-angle setting means to give a throw include angle to 
accumulative to a throw object character by continuation actuation to other operating members 
prepared in said actuation means. Said guide display-control means While approaching and 
setting the include-angle viewing area which displays the throw include angle given by said 
throw include-angle setting means as said guide viewing area When it is the case where said 
throw mark is in said throw area and an operating member besides the above is operated, 
while regulating migration of said throw mark Video game equipment according to claim 1 to 4 
characterized by indicating by sequential the throw include angle which increases according to 
continuation actuation of the operating member at said include-angle viewing area. 
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^[Claim 6] the case where said character display-control means has said throw mark in said 
throw area - it is — said - others - the video game equipment according to claim 5 
characterized by reducing the rotational speed of said player character and a throw object 
character according to the operating member having been operated. 
[Claim 7] the case where said character display-control means has said throw mark in said 
throw area — it is — said — others — the video game equipment according to claim 6 
characterized by turning said throw object character in the predetermined direction, and 
carrying out a throw when the actuation to an operating member is canceled. 
[Claim 8] In the video game equipment which controlled by actuation of an actuation means 
the game screen displayed on a monitor A character display-control means to display that the 
player character is indicated by rotation with a throw object character, a throw object character 
is turned in the predetermined direction with said player character, and a throw is carried out 
when said actuation means is operated to predetermined timing, While displaying the throw 
mark of said game screen which sets a guide viewing area as a field in part, and moves to this 
guide viewing area in relation to rotation of said throw object character While making the area 
mark which specifies the throw area of said throw object character correspond to said guide 
viewing area and displaying it The level viewing area which displays the are recording level of 
the throw power corresponding to the flight distance given to said throw object character, While 
approaching and setting the include-angle viewing area which displays the throw include angle 
of the rotation index viewing area which displays the index relevant to the rotational frequency 
of said throw object character, and said throw object character as said guide viewing area 
Video game equipment which indicates the are recording level of said throw power by 
sequential at said level viewing area, indicates the index relevant to said rotational frequency 
by sequential at said rotation index viewing area, and is characterized by having the guide 
display-control means which indicates said throw include angle by sequential at said include- 
angle viewing area. 

[Claim 9] Said guide display-control means is video game equipment according to claim 8 
characterized by displaying said level viewing area, a rotation index viewing area, and an 
include-angle viewing area along with the periphery of said guide viewing area while displaying 
said guide viewing area annularly. 

[Claim 10] The player character displayed on a monitor is rotated with a throw object character. 
It is the throw guide method of presentation in the video game which turns a throw object 
character in the predetermined direction with said player character, and was made to carry out 
a throw when an actuation means was operated to predetermined timing. While displaying the 
throw mark of the game screen displayed on said monitor which moves to this guide viewing 
area in relation to rotation of said throw object character while setting a guide viewing area as 
a field in part The throw guide method of presentation in the video game characterized by 
making the area mark which specifies the throw area of said throw object character correspond 
to said guide viewing area, and displaying it. 

[Claim 1 1] Said throw object character is that by which the throw power corresponding to flight 
distance is given to accumulative by continuation actuation of the operating member of 1 
prepared in said actuation means. While approaching and setting the level viewing area which 
displays the are recording level of said throw power as said guide viewing area The throw 
guide method of presentation in the video game according to claim 10 characterized by 
performing the level display to the level viewing area one by one according to the are recording 
level of said throw power increasing. 

[Claim 12] Said operating member of 1 is the throw guide method of presentation in the video 
game according to claim 1 1 characterized by consisting of a stick type controller which has the 
operating lever which can be concentrated in the direction of 360 degree which contains front 
and rear, right and left from an upright position by actuation from the outside, and outputs the 
information about the devotion direction and devotion include angle of this operating lever. 
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* [Claim 13] The throw guide method of presentation in the video game according to claim 10 to 
12 characterized by indicating by sequential the index updated whenever said throw object 
character rotates one time to the rotation index viewing area while approaching and setting the 
rotation index viewing area which displays the index relevant to the rotational frequency of said 
throw object character as said guide viewing area. 

[Claim 14] While said throw object character approaches and sets the include-angle viewing 
area which a throw include angle is given to accumulative by continuation actuation of other 
operating members prepared in said actuation means, and displays said throw include angle 
as said guide viewing area When it is the case where said throw mark is in said throw area and 
an operating member besides the above is operated, while regulating migration of said throw 
mark The throw guide method of presentation in the video game according to claim 10 to 13 
characterized by indicating by sequential the throw include angle which increases according to 
continuation actuation of the operating member at said include-angle viewing area. 
[Claim 15] The throw guide method of presentation in the video game according to claim 14 
characterized by reducing the rotational speed of said player character and a throw object 
character according to the operating member besides the above having been operated. 
[Claim 16] the case where said throw mark is in said throw area - it is — said - others - the 
throw guide method of presentation in the video game according to claim 1 5 characterized by 
turning said throw object character in the predetermined direction, and carrying out a throw 
when the actuation to an operating member is canceled. 

[Claim 17] The player character displayed on a monitor is rotated with a throw object character. 
It is the throw guide method of presentation in the video game which turns a throw object 
character in the predetermined direction with said player character, and was made to carry out 
a throw when an actuation means was operated to predetermined timing. While displaying the 
throw mark of the game screen displayed on said monitor which sets a guide viewing area as a 
field in part, and moves to this guide viewing area in relation to rotation of said throw object 
character While making the area mark which specifies the throw area of said throw object 
character correspond to said guide viewing area and displaying it The level viewing area which 
displays the are recording level of the throw power corresponding to the flight distance given to 
said throw object character, While approaching and setting the include-angle viewing area 
which displays the throw include angle of the rotation index viewing area which displays the 
index relevant to the rotational frequency of said throw object character, and said throw object 
character as said guide viewing area The throw guide method of presentation in the video 
game which indicates the are recording level of said throw power by sequential at said level 
viewing area, indicates the index relevant to said rotational frequency by sequential at said 
rotation index viewing area, and is characterized by indicating said throw include angle by 
sequential at said include-angle viewing area. 

[Claim 18] The throw guide method of presentation in the video gama according to claim 17 
characterized by displaying said level viewing area, a rotation index viewing area, and an 
include-angle viewing area along with the periphery of said guide viewing area while displaying 
annularly the guide viewing area which indicates said throw mark by migration. 
[Claim 19] The player character displayed on a monitor is rotated with a throw object character. 
It is a throw guide display program in the video game which turns a throw object character in 
the predetermined direction with said player character, and was made to carry out a throw 
when an actuation means was operated to predetermined timing. While displaying the throw 
mark of the game screen displayed on said monitor which moves to this guide viewing area in 
relation to rotation of said throw object character while setting a guide viewing area as a field in 
part The legible record medium with which the throw guide display program characterized by 
making the area mark which specifies the throw area of said throw object character correspond 
to said guide viewing area, and displaying it was recorded. 

[Claim 20] Said throw object character is that by which the throw power corresponding to flight 
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^distance is given to accumulative by continuation actuation of the operating member of 1 
prepared in said actuation means. While approaching and setting the level viewing area which 
displays the are recording level of said throw power as said guide viewing area The legible 
record medium with which the throw guide display program according to claim 19 
characterized by performing the level display to the level viewing area one by one according to 
said are recording level increasing was recorded. 

[Claim 21] Said operating member of 1 is the legible record medium with which the throw guide 
display program according to claim 20 characterized by consisting of a stick type controller 
which has the operating lever which can be concentrated in the direction of 360 degree which 
contains front and rear, right and left from an upright position by actuation from the outside, 
and outputs the information about the devotion direction and devotion include angle of this 
operating lever was recorded. 

[Claim 22] The legible record medium with which the throw guide display program according to 
claim 19 to 21 characterized by indicating by sequential the index updated whenever said 
throw object character rotates one time to the rotation index viewing area while approaching 
and setting the rotation index viewing area which displays the index relevant to the rotational 
frequency of said throw object character as said guide viewing area was recorded. 
[Claim 23] While said throw object character approaches and sets the include-angle viewing 
area which a throw include angle is given to accumulative by continuation actuation of other 
operating members prepared in said actuation means, and displays said throw include angle 
as said guide viewing area When it is the case where said throw mark is in said throw area and 
an operating member besides the above is operated, while regulating migration of said throw 
mark The legible record medium with which the throw guide display program according to 
claim 19 to 22 characterized by indicating by sequential the throw include angle which 
increases according to continuation actuation of the operating member at said include-angle 
viewing area was recorded. 

[Claim 24] The legible record medium with which the throw guide display program according to 
claim 20 or 21 characterized by making it increase the passing speed of said throw mark 
according to the throw power given to said throw object character increasing was recorded. 
[Claim 25] The legible record medium with which the throw guide display program according to 
claim 20 or 21 characterized by displaying said level viewing area along with the periphery of 
said guide viewing area while displaying annularly the guide viewing area which indicates said 
throw mark by migration was recorded. 

[Claim 26] The legible record medium with which the throw guide display program according to 
claim 22 characterized by displaying said rotation index viewing area along with the periphery 
of said guide viewing area while displaying annularly the guide viewing area which indicates 
said throw mark by migration was recorded. 

[Claim 27] The legible record medium with which the throw guide display program according to 
claim 23 characterized by displaying said include-angle viewing area along with the periphery 
of said guide viewing area while displaying annularly the guide viewing area which indicates 
said throw mark by migration was recorded. 

[Claim 28] The legible record medium with which the throw guide display program according to 
claim 20 or 21 characterized by displaying the border line which encloses said level viewing 
area when said operating member of 1 is operated while displaying annularly the guide viewing 
area which indicates said throw mark by migration was recorded. 

[Claim 29] While displaying annularly the guide viewing area which indicates said throw mark 
by migration So that V characters may be drawn towards a way outside the circle from the 
central point of the circle formed inside said annular guide viewing area in said throw area 
when said operating member of 1 is operated The legible record medium with which the throw 
guide display program according to claim 20 or 21 characterized by making it express as the 
area mark which consists of two extended segments was recorded. 
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[Claim 30] The legible record medium with which the throw guide display program according to 
claim 29 characterized by displaying an arc-shaped band form on the part which is between 
two segments which display said throw area, and is located in the outside of said guide 
viewing area was recorded. 

[Claim 31] The legible record medium with which the throw guide display program according to 
claim 29 or 30 characterized by displaying a circular border line on the periphery of said guide 
viewing area when the area mark which consists of said two segments is displayed was 
recorded. 

[Claim 32] The legible record medium with which the throw guide display program according to 
claim 27 characterized by displaying the border line which encloses said include-angle viewing 
area according to the operating member besides the above having been operated was 
recorded. 

[Claim 33] The legible record medium with which the throw guide display program according to 
claim 23 characterized by reducing the rotational speed of said player character and a throw 
object character according to the operating member besides the above having been operated 
was recorded. 

[Claim 34] the case where said throw mark is in said throw area — it is said — others — the 
legible record medium with which the throw guide display program according to claim 33 
characterized by turning said throw object character in the predetermined direction, and 
carrying out a throw when the actuation to an operating member is canceled was recorded. 
[Claim 35] The player character displayed on a monitor is rotated with a throw object character. 
It is a throw guide display program in the video game which turns a throw object character in 
the predetermined direction with said player character, and was made to carry out a throw 
when an actuation means was operated to predetermined timing. While displaying the throw 
mark of the game screen displayed on said monitor which sets a guide viewing area as a field 
in part, and moves to this guide viewing area in relation to rotation of said throw object 
character While making the area mark which specifies the throw area of said throw object 
character correspond to said guide viewing area and displaying it The level viewing area which 
displays the are recording level of the throw power corresponding to the flight distance given to 
said throw object character, While approaching and setting the include-angle viewing area 
which displays the throw include angle of the rotation index viewing area which displays the 
index relevant to the rotational frequency of said throw object character, and said throw object 
character as said guide viewing area The legible record medium with which the throw guide 
display program which indicates the are recording level of said throw power by sequential at 
said level viewing area, indicates the index relevant to said rotational frequency by sequential 
at said rotation index viewing area, and is characterized by indicating said throw include angle 
by sequential at said include-angle viewing area was recorded. 

[Claim 36] The legible record medium with which the throw guide display program according to 
claim 35 characterized by displaying said level viewing area, a rotation index viewing area, and 
an include-angle viewing area along with the periphery of said guide viewing area while 
displaying annularly the guide viewing area which indicates said throw mark by migration was 
recorded. 



[Translation done.] 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] The optical disk with which program data were recorded, a magnetic 
disk, semiconductor memory, etc. were used for this invention, for example, it relates to the 
legible record medium with which the video game equipment using a cassette type record 
medium etc., the throw guide method of presentation in video game, and a throw guide display 
program were recorded. 
[0002] 

[Description of the Prior Art] Many video game systems are proposed from the former. For 
example, it is the system which consists of the system which consists of a special-purpose 
machine and a television monitor for home use, a business-use special-purpose machine, a 
personal computer or a workstation, a display, and a voice output machine. Each of these 
systems consists of loudspeakers for outputting the monitor and the voice for displaying the 
processor for generating the processor for generating CPU and the image which perform 
control for generating an image and voice based on the record medium and game program 
data with which a controller for a game player to operate it and game program data were 
recorded, and voice, and an image, such as CRT. As the above-mentioned record medium, 
the cassette type which built in CD-ROM, semiconductor memory, semiconductor memory, 
etc. is used abundantly. 

[0003] As a kind of the game performed by such game system, there are throw games, such 
as the hammer throw and the discus throw. In the game space displayed on a monitor, the 
player character which performs rotation actuation carries out the throw of the throw object 
characters, such as a hammer and a disk, towards the predetermined direction by actuation of 
the controller (actuation means) by the game player, and this throw game competes for that 
flight distance. 

[0004] In such a throw game, it is desirable to enable it to guide throw timing (namely, 
actuation timing of a controller) to a game player so that the throw of the throw object character 
can be carried out as much as possible far away. For this reason, the throw guide approach of 
the throw object character in such a throw game is proposed by JP,10-52572,A. 
[0005] In namely, the location close to the throw object character by which it is indicated by 
rotation with a player character on a monitor at this official report While displaying the arrow- 
head image which rotates as draws the rotation locus of a throw object character, and the 
rotation locus of abbreviation identitas The rotational frequency of a throw object character, the 
throw power given with rotation of a throw object character (throw energy), The throw include 
angle of a throw object character etc. is displayed on coincidence, and when an arrow-head 
image is in throw area in the time of throw power, a throw include angle, etc. reaching a 
predetermined value, it is indicated that throw timing is suitably guided by carrying out throw 
actuation. 
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[0006] 

[Problem(s) to be Solved by the Invention] however, by the throw guide approach of the throw 
object character indicated by the above-mentioned official report It is displayed that the rotation 
locus of a throw object character and the rotation locus of abbreviation identitas are drawn on 
the location where an arrow-head image approaches a throw object character, For this reason, 
a rotational frequency, throw power, Since it could not but stop having displayed other 
elements for holding throw timing, such as a throw include angle, on the location distant from 
the arrow-head image, the game player had the problem that it became difficult to hold throw 
timing accurately, when not always stared at the large field of a game screen. 
[0007] Moreover, the game screen which looked at the player character and the throw object 
character from the view when plurality differs in order to increase the interest nature of a game, 
In order to move whenever a view and distance change the display position of an arrow-head 
image in such a case although it is desirable to enable it to display on a monitor the game 
screen which distance was changed and was seen even if the view is the same, There was a 
problem that it became still more difficult to hold throw timing accurately. 
[0008] This invention was made in view of such a situation, and aims at offering the legible 
record medium with which the video game equipment which enabled it to hold the throw timing 
of a throw object character accurately, the throw guide method of presentation in video game, 
and a throw guide display program were recorded. 
[0009] 

[Means for Solving the Problem] In order to attain the above-mentioned purpose, invention of 
claim 1 In the video game equipment which controlled by actuation of an actuation means the 
game screen displayed on a monitor A character display-control means to display that the 
player character is indicated by rotation with a throw object character, a throw object character 
is turned in the predetermined direction with said player character, and a throw is carried out 
when said actuation means is operated to predetermined timing, While displaying the throw 
mark of said game screen which moves to this guide viewing area in relation to rotation of said 
throw object character while setting a guide viewing area as a field in part It is characterized by 
having a guide display-control means to make the area mark which specifies the throw area of 
said throw object character correspond to said guide viewing area, and to display it. 
[0010] Moreover, invention of claims 10 and 19 rotates the player character displayed on a 
monitor with a throw object character. It is the throw guide method of presentation or the 
legible record medium in the video game which turns a throw object character in the 
predetermined direction with said player character, and was made to carry out a throw when 
an actuation means was operated to predetermined timing. While displaying the throw mark of 
the game screen displayed on said monitor which moves to this guide viewing area in relation 
to rotation of said throw object character while setting a guide viewing area as a field in part It 
is characterized by making the area mark which specifies the throw area of said throw object 
character correspond to said guide viewing area, and displaying it. 

[001 1] According to these configurations and approaches, when the throw mark which moves 
in relation to rotation of the throw object character displayed on the guide viewing area exists 
in the throw area specified by the area mark, a game player can be set up so that the throw of 
the throw object character can be carried out in the direction in which a throw is confirmed by 
carrying out predetermined actuation. That is, since the direction of a throw can be set up only 
by gazing at the throw mark which moves a guide viewing area, a guide viewing area can be 
approached and the field which moreover displays other elements, such as throw power and a 
throw include angle, can be set up now, it becomes unnecessary for a game player to always 
stare at the large field of a game screen like before, and it can hold the throw timing of a throw 
object character accurately. 
[0012] 
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[Embodiment of the Invention] Drawing 1 is drawing showing the outline configuration of the 
video game system (video game equipment) 10 by which the throw guide method of 
presentation concerning 1 operation gestalt of this invention is applied. The video game 
system 10 is equipped with the memory section 12, the image display section 14, the voice 
output section 16, the actuation input section 18, and a control section 20 in this drawing. 
These memory section 12, the image display section 14, the voice output section 16, and the 
actuation input section 18 are mutually connected by the bus 22 containing the address bus, 
data bus, and control bus which are connected to CPU201 which a control section 20 mentions 
later. 

[0013] The game data which consist of image data, voice data, and program data were 
recorded, and the memory section 12 is equipped with the record medium 122 connected to 
the bus 22 through the interface circuitry 121 , and RAM 123 which holds temporarily the game 
data read from the record medium 122. This record medium 122 consists of the so-called ROM 
cassette by which a plastics case comes to contain ROM to which the program data storage of 
for example, game data or the operating system was carried out, an optical disk, a flexible 
disk, etc. 

[0014] The image display section 14 is equipped with the television monitor (video monitor) 
143 containing CRT connected to D/A converter 142 which it is and was connected to the bus 
22 through the interface circuitry 141 and this D/A converter 142 for displaying various game 
screens according to advance of a game, a liquid crystal display, etc. 

[0015] The voice output section 16 is equipped with the amplifying circuit 163 connected to D/A 
converter 162 which it is and was connected to the bus 22 through the interface circuitry 161 
and this D/A converter 162 for outputting game music, a sound effect, etc. according to 
advance of a game, and the loudspeaker 164 which outputs voice based on the output signal 
from this amplifying circuit 163. 

[0016] The actuation input section 18 outputs an actuation signal to a control section 20, and is 
equipped with the actuation information interface circuitry 182 connected to the bus 22 through 
the interface circuitry 181, and the controller 183 connected to this actuation information 
interface circuitry 182. This controller 183 is equipped with start button 183a [ which was 
arranged in the front-face side of Case CA ], A carbon button 183b, B carbon button 183c, and 
cross-joint key 183d, and stick type controller 183e, and left trigger carbon button 183f, right 
trigger carbon button 183g, C1 carbon button 183h, and C2 carbon button 183i, C3 carbon 
button 183j and C4 carbon-button 183k, and Z carbon button 183m arranged in the tooth-back 
side of Case CA. 

[0017] Here, stick type controller 183e becomes the same configuration to a joy stick mostly. 
That is, it has the upright stick (operating lever), and considers as a configuration with possible 
making it concentrate covering the direction of 360 degree which contains front and rear, right 
and left by using the predetermined point of a stick as the supporting point, and the value of 
the X coordinate of the longitudinal direction which makes an upright position a zero, and the Y 
coordinate of a cross direction is sent out to a control section 20 through an interface circuitry 
182,181 according to the devotion direction and devotion include angle of a stick. 
[0018] A control section 20 controls advance of a game and is constituted by CPU201 , the 
digital signal processor 202, and image processing processor 203 to which the bus 22 was 
connected. This digital signal processor 202 mainly performs generation of the count for the 
conversion in the location on false three-dimension space on three-dimension space from the 
count on the three-dimension space of image data, and a location, light source computation, 
and voice data, processing processing, etc. Moreover, an image processing processor 203 
performs write-in processing of the image data to RAMI 23 which should draw, for example, 
the write-in processing of texture data to the area of RAM 123 specified by the polygon, based 
on the count result in a digital signal processor 202. 
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[0019] The video game system 10 constituted as mentioned above becomes that from which 
the gestalt differed according to the application. That is, when the video game system 10 is 
constituted as business use, the whole of each component shown in drawing 1 is contained by 
one case, for example. Moreover, when the video game system 10 is constituted as home use, 
a television monitor 143, an amplifying circuit 163, and a loudspeaker 164 serve as a body of a 
game machine with another object, for example. 

[0020] The body of a game machine here consists of the interface circuitry 121 , RAM123, the 
interface circuitry 141, D/A converter 142 and an interface circuitry 161, D/A converter 162 and 
an interface circuitry 181, the information interface circuitry 182 and controller 183 which were 
connected to CPU201, and a digital signal processor 202 and an image processing processor 
203. Each configuration member is contained by cases, such as a product made of synthetic 
resin, this body of a game machine is constituted, and the applied part currently formed in that 
case is equipped with a record medium 122 free [ attachment and detachment ]. Moreover, a 
controller 183 is connected to the connector prepared in the case through a telecommunication 
cable etc. 

[0021] Moreover, when the video game system 10 is constituted as a nucleus, it sets a 
personal computer and a workstation. A television monitor 143 corresponds to the display for 
computers. For example, an image processing processor 203 It corresponds to the hardware 
on the add-in board carried in some game program data currently recorded on the record 
medium 122, or the expansion slot of a computer. An interface circuitry 121,141,161,181, D/A 
converter 142,162, and the actuation information interface circuitry 182 correspond to the 
hardware on the add-in board carried in the expansion slot of a computer. Moreover, RAM 123 
corresponds to each area of the main memory on a computer, or an expanded memory. 
[0022] The case where the video game system 10 is constituted as home use below is made 
into an example, and it explains. 

[0023] Next, outline actuation of this video game system 10 is explained. First, if the electric 
power switch of **** is turned ON and a power source is supplied to the video game system 
10, based on the operating system memorized by the record medium 122, image data, voice 
data, and game program data will be read from a record medium 122 by CPU201, and some 
or all of these image data by which reading appearance was carried out, voice data, and game 
program data will be memorized by RAM 123 by it. Then, a predetermined game advances 
based on the contents which the game program data memorized by RAM 123 and a game 
player direct through a controller 183 by CPU201. 

[0024] That is, based on the contents of directions directed from a game player through a 
controller 183, the command as a task for drawing or a voice output is suitably generated by 
CPU201. It is based on these commands and count of the display position of the character on 
three-dimension space (of course, it is the same on two-dimensional space) etc., light source 
count, generation of voice data, processing processing, etc. are performed by the digital signal 
processor 202. 

[0025] And based on these count result, write-in processing of the image data which should 
draw to RAM 123 with an image processing processor 203 etc. is performed. The image data 
written in RAM123 is supplied to a television monitor 143, after it is changed into an analog 
video signal here, and is displayed as a game image on the screen while it is supplied to D/A 
converter 142 through an interface circuitry 141. 

[0026] On the other hand, after being changed into an analog sound signal here, the voice 
data outputted from the digital signal processor 202 is outputted as voice from a loudspeaker 
164 through an amplifying circuit 163, while it is supplied to D/A converter 162 through an 
interface circuitry 161. 

[0027] Next, the outline of the contents of a game performed by this video game system 10 is 
explained. In this video game system 10, the game of 1 can be chosen now from from among 
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two or more game games by operating start button 183a. Here, the throw of the throw object 
character which is a hammer is carried out in the predetermined direction by the player 
character which is a player, and the hammer throw game which competes for the flight 
distance (throw distance) of the throw object character is performed. After it rotates a 
maximum of five times clockwise, for example and a player character gives throw power to a 
throw object character with a throw object character, it carries out the throw of the throw object 
character here. 

[0028] This hammer throw game competes for ranking (victory or defeat) with this operation 
gestalt based on the highest flight distance of the inside as for which the game advanced by 1 
thru/or four persons* game player, the sequential appearance of the player character of the 
number corresponding to the number of a game player was carried out on the game screen, 
each player character carried out the throw of the hammer to sequence by a unit of 1 time, and 
each player character carried out the throw a total of 3 times. In addition, the flight distance 
data of the player character which does not appear on a game screen are memorized by the 
memory section 12, and ranking is determined as it including those player characters. 
Therefore, at least one person is able to play. 

[0029] Next, the example of a display of a game screen is explained using drawing 2 . The 
game screen shown in this drawing 2 shows one screen in an actual game advance. Namely, 
where the end of the steel low carbon steel wire attached to the throw object character BA 
which is the hammer with which the player character MA which is a player consists of a metal 
solid sphere is grasped, while being expressed as this screen in the circle CI drawn on that 
center section on the field It is the throw timing () of the throw object character BA to the 
bottom left which is the location estranged from the viewing area of the player character MA 
and the throw object character BA. That is, the guide display GD for guiding the timing to which 
a game player performs predetermined actuation of a controller 183 is displayed. 
[0030] This guide display GD is displayed on the predetermined location by which abbreviation 
immobilization was carried out, even if it carries out that the view over the player character MA 
and the throw object character BA changes etc. and a game screen is changed. About the 
concrete configuration of this guide display GD, it mentions later. Moreover, Fence FE is 
displayed on a game screen and the appearance player column TS which displays the 
identifier of the national flag showing the appearance ranking of the player character MA and 
the affiliation country of the player character MA and the player character MA is set to the 
lowest edge of a screen. Here, "Blade" which is an identifier is displayed as "PLAYER1" which 
is the player who appeared in the 1st, and the American national flag. 
[0031] Moreover, although the game is started by the method of the lowest edge right of a 
game screen, when no controllers 183 are operated by it during 1 scheduled time, the foul 
display column FD which displays "foul" is set to it. When fixed time amount (for example, 30 
seconds) actuation of the controller 183 is not carried out, "TIME10" is displayed, and if this 
displayed numeric value counts down for every second and 10 seconds pass, "foul" will be 
displayed on this foul display column FD. 

[0032] Drawing 3 is drawing showing the configuration of the guide display GD in a detail. 
Namely, the throw mark 30 of the small-circle form which the guide display GD rotates in 
relation to rotation of the throw object character BA, The annular guide viewing area 34 formed 
along with the periphery of the criteria circle 32 which is the field which rotates this throw mark 
30 along a circular orbit, and is located at the core, The level viewing area 36 which displays 
the are recording level of the throw power corresponding to the flight distance which is the 
periphery of this guide viewing area 34, is formed between a lower location and a left part 
location, and is given to the throw object character BA, The rotation index viewing area 38 
which is the periphery of the guide viewing area 34, is formed between an up location and a 
left part location, and displays the index relevant to the rotational frequency of the player 
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character MA and the throw object character BA, It is the periphery of the guide viewing area 
34, is formed between an up location and a right-part location, and consists of include-angle 
viewing areas 40 which display the throw include angle of the throw object character BA. 
[0033] In addition, in the guide viewing area 34, it has "V" ****** 34a prolonged in the upper 
part at the core O of the criteria circle 32 (namely, circle 32 located inside the annular guide 
viewing area 34). Moreover, digital-readout region 38a is formed in the lower part, and "5" 
which is the maximum permissible rpm of the player character MA and the throw object 
character BA is displayed on the digital-readout region 38a by the rotation index viewing area 
38 at the time of game initiation. Moreover, formed digital-readout region 40b is connected 
[ section / color specification region 40a to which a chromatic color is given, and / its / lower 
limit ] by one, the include-angle viewing area 40 is constituted, and "0" is displayed on the 
digital-readout region 40b at the time of game initiation. 

[0034] Drawing 4 is the block diagram showing the functional implementation means which 
CPU201 has, a record medium 122, RAM 123, a television monitor 143, and a controller 183 
(start button 183a, A carbon button 183b, stick type controller 183e, and Z carbon button 
183m). In addition, illustration of the expedient top of explanation, an interface circuitry, a bus, 
etc. is omitted here. 

[0035] That is, CPU201 is equipped with each functional implementation means as start button 
actuation detection means 201a, A button-grabbing detection means 201b, stick type controller 
actuation detection means 201c, 201 d of Z button-grabbing detection means, throw power 
grant means 201 e, 201 h of throw include-angle setting means, and 201 g of game screen 
output-control means. Moreover, 201 g of game screen output-control means is equipped with 
201 h of character display-control means, and guide display-control means 201 i. Guide display- 
control means 201 i is equipped with throw mark display means 201 j, area mark display means 
201k, 201m of level display means, 201 n of rotation index display means, and include-angle 
display means 201 p. 

[0036] The game of 1 is chosen from from among two or more games by start button actuation 
detection means 201 a's detecting ON/OFF of actuation based on the actuation signal from 
start button 183a, and detecting ON. A game is started by A button-grabbing detection means 
201 b's detecting ON/OFF of actuation based on the actuation signal from A carbon button 
183b, and detecting ON. 

[0037] Stick type controller actuation detection means 201c detects the signal sent out when 
the stick of stick type controller 183e carries out sequential passage of the four predetermined 
places to which four directions are beforehand set by making it rotate in the condition of having 
concentrated on max continuously. Actuation of this stick type controller 183e starts rotation 
(this operation gestalt clockwise rotation) of the player character MA and the throw object 
character BA. Initiation of rotation of the player character MA and the throw object character 
BA starts rotation (this operation gestalt clockwise rotation) of the throw mark 30 displayed on 
the guide display GD in relation to the rotation. 

[0038] 201d of Z button-grabbing detection means detects ON/OFF of actuation based on the 
actuation signal from Z carbon button 183m. If Z carbon button 183m is operated and ON is 
detected, when it exists in the throw area specified by the area mark 48 which the throw mark 
30 mentions later, while rotation actuation of the throw mark 30 will be suspended at the time, 
the rotational speed of the player character MA and the throw object character BA declines 
greatly. In addition, if ON actuation of the Z carbon button 183m is carried out when the throw 
mark 30 does not exist in throw area, the game will be played in "foul." 

[0039] Throw power grant means 201 e gives the throw power corresponding to flight distance 
to the throw object character BA for example, at "1" every accumulative, whenever the stick of 
stick type controller 183e passes the four above-mentioned places continuously. And when the 
are recording level of throw power increases corresponding to the rotation control input of stick 
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type controller 183e, while the rotational speed of the player character MA and the throw object 
character BA increases, flight distance when the throw of the throw object character BA is 
carried out is extended. When the are recording level of throw power increases, the rotational 
speed of the throw mark 30 also increases. 

[0040] 201f of throw include-angle setting means carries out a grant setup of the throw include 
angle of the throw object character BA at accumulative, while Z carbon button 183m is 
operated and ON condition is maintained. If actuation of Z carbon button 183m is canceled 
when a throw include angle becomes a predetermined value, the throw of the throw object 
character BA will be carried out by the flight distance which is decided by the accumulated 
throw power and the set-up throw include angle and which was set up beforehand. 
[0041] 201g of game screen output-control means reads the game screen accompanying the 
contents of a game from RAM123, and they output it to a television monitor 143. 201 h of 
character display-control means controls the display of the player character MA accompanying 
advance of a game, the throw object character BA ( drawing 2 ), etc., and guide display-control 
means 201 i controls the display of the guide display GD ( drawing 2 ). 

[0042] While throw mark display means 201j indicates the guide viewing area 34 which rotates 
the throw mark 30 by setting, it rotates the throw mark 30 in relation to rotation of the throw 
object character BA along this guide viewing-area 34 top, and stops that migration by ON 
actuation of Z carbon button 183m. Area mark display means 201k displays the area mark 
which specifies the throw area (range where the throw of the throw object character BA is 
confirmed) of the throw object character BA. This area mark is formed of two thick segments 
42 and 44 extended so that the "V" character may be drawn towards the method of outside 
from the core O of the criteria circle 32, as shown in drawing 5 R> 5. The include angle 
between these two segments 42 and 44 is set as 30 degrees. 

[0043] The "V" character which these two segments 42 and 44 draw is set up so that it may be 
in agreement with the border line of "V" ****** 34a of the guide viewing area 34. Moreover, 
when two segments 42 and 44 are displayed, it is the periphery of the annular guide viewing 
area 34, and the arc-shaped band form 46 is displayed on coincidence ranging over between 
two segments 42 and 44. This band form 46 constitutes a part of area mark, is white, for 
example, is displayed, and is for being made to perform a check by looking of throw area 
easily to a game player. In addition, a sign 48 shows the area mark which consists of two 
segments 42 and 44 and a band form 46 below. When the throw mark 30 exists in the throw 
area specified by this area mark 48, the throw of the throw object character BA can be carried 
out within limits by which that throw is confirmed by operating Z carbon button 183m. 
[0044] When this area mark 48 is displayed, as shown in drawing 5 , it is the periphery of the 
guide viewing area 34, and the circular border line 50 thick in a location which surrounds the 
level viewing area 36, the rotation index viewing area 38, and the include-angle viewing area 
40 abbreviation picking is displayed on coincidence. Moreover, before these area mark 48 and 
the circular border line 50 are displayed, the thick fanning border line 52 which surrounds the 
level viewing area 36 by area mark display means 201k is displayed. By displaying this circular 
border line 50 and fanning border line 52, it becomes what advance of a game is guided for to 
a game player (that is, urged to the are recording activity of the throw power by rotation 
actuation of stick type controller 183e.). In addition, when rotation actuation of stick type 
controller 183e is started, the fanning border line 52 is displayed first, and the area mark 48 
and the circular border line 50 are displayed continuously. 

[0045] While 201m of level display means indicates the level viewing area 36 by setting, they 
display the are recording level (accumulated dose) of the throw power given to the throw object 
character BA based on the signal sent out from stick type controller 183e on the level viewing 
area 36. That is, this level display is performed by increasing the grant field of a chromatic 
color corresponding to the throw power which sequential are recording is carried out and 
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increases while giving a chromatic color to the level viewing area 36. The chromatic color 
which cold color (for example, blue) is given first, and is newly given according to the grant 
field of a chromatic color increasing carries out sequential change of this chromatic color 
towards warm color (for example, orange). 

[0046] Thereby, a game player can grasp now the are recording level of throw power 
sensuously. Moreover, it is the case where the whole region of the level viewing area 36 is 
filled with a chromatic color, and when it is in the condition that throw power increases further, 
a sequential change of the level viewing area 36 is made at different warm color (for example, 
red) from what was previously given according to increase of throw power. 
[0047] While 201 n of rotation index display means indicates by setting the rotation index 
viewing area 38 which shows the index relevant to a rotational frequency, they are counted 
down from the maximum permissible rpm beforehand set up corresponding to the rotational 
frequency of the player character MA and the throw object character BA increasing, and 
indicate the counted-down numeric value by sequential. That is, by setting maximum 
permissible rpm as 5 times, when a rotational frequency is less than one revolution, "5" is 
expressed as this operation gestalt, whenever "4" is displayed and it rotates one more time as 
a rotational frequency which will remain if it finishes rotating one time, T is deducted and, 
finally "0" is displayed. By the time "0" is displayed, while a game player will carry out rotation 
actuation of the stick type controller 183e as much as possible, it will perform ON actuation of 
Z carbon button 183m. By the time "0" is displayed, when ON actuation of the Z carbon button 
183m will not be carried out, a game is played in "foul." 

[0048] While include-angle display means 201 p indicates the include-angle viewing area 40 
showing the throw include angle of the throw object character BA by setting, it displays the 
throw include angle which increases while Z carbon button 183m continues and ON actuation 
is carried out on the include-angle viewing area 40. That is, this include-angle display is 
performed by displaying a throw include angle on digital-readout region 40b numerically, while 
giving a chromatic color (for example, yellow) to color specification region 40a of the include- 
angle viewing area 40 and increasing that grant field corresponding to the increasing throw 
include angle. Thereby, while a game player can grasp a throw include angle sensuously, also 
visually, it can grasp. 

[0049] In addition, this include-angle display means 201 p displays the thick sector border line 
54 which encloses color specification region 40a of the include-angle viewing area 40, when 
ON actuation of the Z carbon button 183m is carried out, as shown in drawin g 6 . By displaying 
this sector border line 54, advance of a game will be guided to a game player (that is, 
accommodation of a throw include angle is urged.). 

[0050] Drawin g 7 is a flow chart for mainly explaining the throw guide method of presentation 
for guiding the throw timing in video game. First, it is distinguished whether ON actuation of the 
start button 183a was carried out, when the hammer throw game was chosen, the 
demonstration screen was displayed (step ST 1), and ON actuation of the A carbon button 
1 83b was carried out after that (step ST 3). If this distinction is affirmed, while the player 
character MA before starting rotation actuation by 201 h of character display-control means, 
and the throw object character BA will be displayed, the guide display GD shown in drawing 3 
by guide display-control means 201 i is displayed, and a game is started (step ST 5). In 
addition, if distinction is denied at a step ST 3, it will stand by until ON actuation of the A 
carbon button 183b is carried out. 

[0051] Subsequently, it is distinguished whether ON actuation of the stick type controller 183f 
was carried out (step ST 7). If this distinction is affirmed, rotation actuation of the player 
character MA and the throw object character BA will be started by the initial velocity 
beforehand set up by 201 h of character display-control means, and it will rotate by the initial 
velocity to which the throw mark 30 was beforehand set by throw mark display means 201j in 
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the guide viewing-area 32 top of the guide display GD in relation to that rotation actuation. 
[0052] When distinction is affirmed at a step ST 7, moreover, by area mark display means 
201k While the sector border line 52 shown in drawing 5 is displayed and the segments 42 and 
44 and band form 46 which continue after that and constitute the area mark 48 are displayed 
The circular border line 50 is displayed and the are recording level of the throw power given to 
the throw object character BA by throw power grant means 201 e at coincidence is displayed 
on the level viewing area 36 by 201m of level display means (step ST 9). Above-mentioned 
drawing 2 shows the game screen at this time, and a sequential indication of the are recording 
level of the throw power which increases while ON actuation of stick type controller 183e is 
continued by the level viewing area 36 is given. In addition, if distinction is denied at a step ST 
7, it will stand by until fixed time amount passes and distinction is affirmed, but if fixed time 
amount passes as described above, it will consider as "four 1 and will be displayed on the foul 
display column FD of a game screen. 

[0053] Subsequently, when the throw mark 30 exists in throw area, it is distinguished whether 
ON actuation of the Z carbon button 183m was carried out (step ST 1 1). If this distinction is 
affirmed, while rotation actuation of the throw mark 30 will be suspended by throw mark display 
means 201 j By area mark display means 201k, the area mark 48 (segments 42 and 44 and 
band form 46), While the circular border line 50 and the sector border line 52 disappear, the 
sector border line 54 which encloses color specification region 40a of the include-angle 
viewing area 40 is displayed. While ON actuation of Z carbon button 183m is continued, a 
sequential indication of the throw include angle given to the throw object character BA by 201f 
of throw include-angle setting means is given by include-angle display means 201 p at the 
include-angle viewing area 40 (step ST 13). 

[0054] In addition, ON actuation of the Z carbon button 183m will be carried out at the 5th time 
(at this time, "0" is displayed on the rotation index viewing area 38.) which is usually the 
maximum permissible rpm of the throw object character BA. Of course, although it is also 
possible to carry out ON actuation less than by the 4th time, since the are recording level of 
throw power will be obtained enough, it becomes disadvantageous on game advance. 
[0055] Drawing 8 is drawing showing the game screen at this time. In addition, since the area 
mark 48, the circular border line 50, and the sector border line 52 are set up so that it may 
disappear gradually, in drawing 8 , the area mark 48, the circular border line 50, and the sector 
border line 52 are in the condition of still having been displayed. Moreover, the player 
character MA and the throw object character BA are slowed down by Z carbon button 183m 
ON actuation and coincidence, and will be in the condition of having rotated slowly at them. In 
addition, if distinction is denied at a step ST 1 1 , it will stand by until fixed time amount passes 
and distinction is affirmed, but if fixed time amount passes as described above, it will consider 
as "foul" and will be displayed on the foul display column FD of a game screen. 
[0056] Subsequently, it is distinguished whether ON actuation of Z carbon button 183m was 
canceled (OFF) (step ST 15). Discharge of this ON actuation is performed when a throw 
include angle becomes a predetermined value (preferably 45 degrees). And if this distinction is 
affirmed, the throw of the throw object character BA will be carried out in the predetermined 
direction by the player character MA by 201 h of character display-control means (step ST 17). 
In addition, although a setup is made possible to a maximum of 90 degrees, a throw include 
angle will be considered as "foul", if 90 degrees is exceeded, for example. 
[0057] Drawing 9 thru/or 12 are drawings showing each game screen after the throw of the 
throw object character BA was carried out. By drawin g 9 , when a throw include angle 
becomes 59 degrees, the throw of the throw object character BA is carried out, and the 
condition of staring at the travelling direction of the throw object character BA where the throw 
of the player character MA was carried out is shown. The condition that the throw object 
character BA by which the throw was carried out is flying the air is shown by drawin g 10 . 
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[0058] Moreover, the condition of having measured the flight distance of the throw object 
character BA to which two or more referees fell in the field is shown by drawing 11 . In drawing 
12 , the flight distance measured at the lower right of the game screen is displayed. Here, it is 
shown that the 1st flight distance is 93.22M, it is displayed on the upper part as "WORLD 
RECORD", and the condition that the player character MA is triumphant is shown. In addition, 
in this game, as mentioned above, ranking is determined as the game screen beforehand 
memorized by the player character MA and the memory section 12 corresponding to 1 thru/or 
four persons' game player by the peak price of the inside which carried out the throw 3 times 
between the player characters MA which do not appear. 

[0059] In this invention, since the guide display GD is set as the field in part as mentioned 
above where [ of a game screen ] abbreviation location immobilization is carried out, a game 
player can hold accurately the throw timing (namely, actuation timing of a controller 183) of the 
throw object character BA, as a result of it becoming unnecessary to see a large game screen 
like before only by gazing at the guide display GD. Namely, while the throw mark 30 which the 
guide viewing area 34 is set as the guide display GD, and rotates in relation to rotation of the 
throw object character BA to this guide viewing area 34 is displayed Since the area mark 48 
which is made to correspond to the guide viewing area 34, and specifies the throw area of the 
throw object character BA is displayed A game player can carry out the throw of the throw 
object character BA within limits by which a throw is confirmed certainly by performing 
predetermined actuation, when the throw mark 30 is in throw area. 
[0060] Moreover, since the level viewing area 36 is set as the location close to the guide 
viewing area 34 and the are recording level of throw power is displayed on this level viewing 
area 36, a game player can perform predetermined actuation, when throw power increases as 
much as possible by gazing at the level viewing area 36 with the guide viewing area 32. 
Moreover, since the rotation index viewing area 38 is set as the location close to the guide 
viewing area 34 and the index relevant to a rotational frequency is displayed on this rotation 
index viewing area 38, a game player can increase throw power as much as possible by 
gazing at the guide viewing area 34, the level viewing area 36, and the rotation index viewing 
area 38. 

[0061] Furthermore, since the include-angle viewing area 40 is set as the location close to the 
guide viewing area 34 and a throw include angle is displayed on this include-angle viewing 
area 40, a game player can set up a desirable throw include angle by gazing at the include- 
angle viewing area 40 with other viewing areas. In this invention, a game screen a part 
moreover, by having set the guide display GD as the field, where abbreviation location 
immobilization is carried out The result which can display the guide display GD independently 
as rotation actuation of the player character MA and the throw object character BA, A game 
screen can be dynamically displayed now by using the game screen which changed the game 
screen which changed the view if needed, and the distance to see, and the interest nature of a 
game can be raised. Of course, whether a game screen is displayed dynamically should just 
set it as arbitration according to the contents of a game etc. 

[0062] In addition, this invention is not limited to the above-mentioned operation gestalt, and 
various deformation modes which are described below can be used for it. 
[0063] (1) With the above-mentioned operation gestalt, although the throw mark 30 rotates so 
that a circle locus may be drawn along with the annular guide viewing area 32, it is not limited 
to such a rotation. For example, the guide viewing area 32 is set up in the shape of a straight 
line, and it may be made to carry out both-way migration of the throw mark 30 along with the 
guide viewing area 32 of the shape of this straight line. In this case, if it is made to correspond 
to the straight-line-like guide viewing area 32 and is made to display an area mark, a game 
player can hold throw timing easily. Moreover, when the guide viewing area 32 is set up in the 
shape of a straight line, other viewing areas of level viewing-area 36 grade can be similarly 
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made into the shape of a straight line. 

[0064] In addition, while displaying the guide viewing area 32 annularly, when it is made to 
rotate the throw mark 30 like the above-mentioned operation gestalt, it becomes easy to check 
migration of the throw mark 30 by looking. Especially when making it make throw power 
increase using stick type controller 183e, in order to operate it in rotation in the condition of 
having made the stick concentrating, grasp of migration of the throw mark 30 becomes easy 
from a motion of a stick and the movement toward the throw mark 30 being similar sensuously. 

[0065] (2) Although it is displaying that two segments 42 and 44 which constitute an area mark 
cross the annular guide viewing area 32 with the above-mentioned operation gestalt, you may 
make it display two segments 42 and 44 in the condition of having made the outside of the 
annular guide viewing area 32 approaching. What is necessary is just to be able to check 
throw area now by making an area mark correspond to the guide viewing area 32, and in short, 
displaying it. Moreover, the band form 46 which constitutes an area mark is not necessarily 
needed. 

[0066] (3) Although he is trying to express the are recording level of throw power as the above- 
mentioned operation gestalt by giving a chromatic color to the level viewing area 36, you may 
make it display by giving achromatic colors, such as gray and black. Moreover, even if it is the 
case where it displays with a chromatic color, it can also display only in one color. Moreover, 
even when changing the color tone of the chromatic color to give, it may change into cold color 
from warm color, or you may make it give a different chromatic color at random. Furthermore, it 
is also possible to replace the are recording level of throw power with the display by grant of a 
chromatic color, or to make it display numerically in addition to it. 

[0067] (4) As an index relevant to the rotational frequency of the player character MA and the 
throw object character BA, it counts down from maximum permissible rpm (this operation 
gestalt 5 times), and although it is made to indicate the counted-down numeric value by 
sequential whenever it rotates one time, it counts up, whenever it rotates one time, and may be 
made to indicate the counted-up numeric value by sequential with the above-mentioned 
operation gestalt. Moreover, it can replace with a digital readout or, in addition to a digital 
readout, color specification can also be performed. For example, you may make it change a 
color tone into warm color (from warm color to or cold color) one by one from cold color by 
counting down by changing a color tone into cold color (from cold color to or warm color) one 
by one from warm color, or counting up. Moreover, you may make it use the time amount 
corresponding to rotation as an index relevant to a rotational frequency. 
[0068] (5) Although a throw include angle increases with the above-mentioned operation 
gestalt while ON actuation of Z carbon button 183m is continued, Z carbon button 183m is 
repeated twice, and is operated, and you may make it a throw include angle increase between 
1st ON actuation and 2nd ON actuation for example. In this case, it is also possible to operate 
a carbon button which is different by the 1st time and the 2nd time. Moreover, although it is 
made to perform a throw include angle by both color specification and the digital readout, you 
may make it display it only by either. 

[0069] (6) Although accelerated according to throw power being accumulated, throw power 
may be accumulated or you may make it rotate the rotational speed of the throw mark 30 by 
fixed speed with the above-mentioned operation gestalt. When done in this way, it should be 
suitable also for the beginner of a game. 

[0070] (7) With the above-mentioned operation gestalt, although throw power is accumulated 
by actuation of stick type controller 183e, it can also carry out as [ accumulate / by repetition 
actuation of other carbon buttons, such as A carbon button 183b and B carbon button 183c, / 
throw power]. 

[0071] (8) Although the above-mentioned operation gestalt explained the "hammer throw" as 
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an example as a throw game performed, this invention is applicable also to rotation actuation 
(twist actuation), however the throw game which is not of half-rotation extent like the "shot put" 
and the "javelin throw" not to mention the "discus throw" which only the count of predetermined 
makes carry out rotation actuation of the player character MA and the throw object character 
BA. 

[0072] As explained above, this invention rotates the player character displayed on a monitor 
with a throw object character. In the video game which turns a throw object character in the 
predetermined direction with said player character, and was made to carry out a throw when 
an actuation means was operated to predetermined timing While displaying the throw mark of 
the game screen displayed on a monitor which moves to this guide viewing area in relation to 
rotation of a throw object character while setting a guide viewing area as a field in part The 
area mark which specifies the throw area of a throw object character is made to correspond to 
a guide viewing area, and is displayed. 

[0073] Thereby, a game player can set up the direction of a throw where the throw of a throw 
object character is confirmed by carrying out predetermined actuation, when it exists in the 
throw area where the throw mark by which it was indicated by migration was specified to the 
guide viewing area by the area mark. That is, the direction of a throw can be set up only by 
gazing at the throw mark of a guide viewing area, and since it always is not necessary to stare 
at the large field of a game screen like before, a game player can hold the throw timing of a 
throw object character accurately. 

[0074] Moreover, this invention may be made to perform the level display to the level viewing 
area one by one according to are recording level increasing while approaching and setting the 
level viewing area which displays the are recording level of throw power as a guide viewing 
area. Thereby, since a game player can know the are recording level of throw power by gazing 
at a level viewing area, it can hold the throw timing of a throw object character accurately. 
[0075] Moreover, this invention has the operating lever which can be concentrated in the 
direction of 360 degree in which the operating member of 1 contains front and rear, right and 
left from an upright position by actuation from the outside, and what consists of a stick type 
controller which outputs the information about the devotion direction and devotion include 
angle of this operating lever may be used for it. Thereby, a game player can advance a game 
smoothly by carrying out rotation actuation of the operating lever continuously. 
[0076] Moreover, this invention approaches and sets the rotation index viewing area which 
displays the index relevant to the rotational frequency of a throw object character as a guide 
viewing area, and may be made to indicate the index updated whenever a throw object 
character rotates one time to the rotation index viewing area by sequential. Thereby, a game 
player can advance a game smoothly, as a result of being able to grasp now easily the index 
relevant to the rotational frequency of a throw object character. 

[0077] Moreover, while approaching and setting the include-angle viewing area which displays 
a throw include angle as a guide viewing area and this invention regulates migration of a throw 
mark when it is the case where a throw mark is in throw area and other operating members are 
operated, it may be made to indicate the throw include angle which increases according to 
continuation actuation of the operating member at an include-angle viewing area by sequential. 
Thereby, a game player can advance a game smoothly, as a result of being able to set up a 
throw include angle in the condition that migration of a throw mark is regulated. 
[0078] Moreover, you may make it this invention increase the passing speed of the throw mark 
displayed on a guide viewing area according to the throw power given to a throw object 
character increasing. As a result of the remaining time which performs are recording actuation 
of throw power becoming short and coming to hurry a game player for alter operation by this, 
the interest nature of a game will be raised. 

[0079] Moreover, while this invention displays annularly the guide viewing area which indicates 
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the throw mark by migration, you may make it display a level viewing area along with the 
periphery of a guide viewing area. Thereby, as a result of being able to set up a guide viewing 
area and a level viewing area in a small area, a guide display can be constituted in a compact. 
[0080] Moreover, while this invention displays annularly the guide viewing area which indicates 
the throw mark by migration, you may make it display a rotation index viewing area along with 
the periphery of a guide viewing area. Thereby, as a result of being able to set up a guide 
viewing area and a rotation index viewing area in a small area, a guide display can be 
constituted in a compact. 

[0081] Moreover, while this invention displays annularly the guide viewing area which indicates 
the throw mark by migration, you may make it display an include-angle viewing area along with 
the periphery of a guide viewing area. Thereby, as a result of being able to set up a guide 
viewing area and an include-angle viewing area in a small area, a guide display can be 
constituted in a compact. 

[0082] Moreover, when the operating member of 1 is operated, you may make it display the 
border line which encloses a level viewing area, while this invention displays annularly the 
guide viewing area which indicates the throw mark by migration. Thereby, as a result of being 
able to guide advance of a game now to a game player, a game player can advance a game 
now smoothly. 

[0083] Moreover, when the operating member of 1 is operated, you may make it express it as 
the area mark which consists of two segments extended so that V characters may be drawn 
towards a way outside the circle from the central point of the circle formed inside an annular 
guide viewing area in throw area, while this invention displays annularly the guide viewing area 
which indicates the throw mark by migration. By this, as a result of being able to display throw 
area now clearly, a game player can hold the throw timing of a throw object character still more 
accurately. In addition, from the central point of the circle formed inside a guide viewing area, 
as long as two segments which form an area mark are ways outside that circle, they may be 
extended in which direction, they are seen in the direction in which these two segments are 
extended, and have just become V characters. 

[0084] Moreover, you may make it this invention display an arc-shaped band form on the part 
which is between two segments which display throw area, and is located in the outside of a 
guide viewing area. By this, as a result of being able to display throw area now more clearly, a 
game player can hold the throw timing of a throw object character certainly. 
[0085] Moreover, when the area mark which consists of two segments is displayed, you may 
make it this invention display a circular border line on the periphery of a guide viewing area. 
Thereby, as a result of being able to guide advance of a game now to a game player, a game 
player can advance a game now smoothly. 

[0086] Moreover, you may make it this invention display the border line which encloses an 
include-angle viewing area according to other operating members having been operated. 
Thereby, as a result of being able to guide advance of a game now to a game player, a game 
player can advance a game now smoothly. 

[0087] Moreover, you may make it this invention reduce the rotational speed of a player 
character and a throw object character according to other operating members having been 
operated. Thereby, as a result of reducing the rotational speed of a player character and a 
throw object character corresponding to migration regulation of a throw mark, a game screen 
can be displayed smoothly without sense of incongruity. 

[0088] Moreover, this invention is the case where a throw mark is in throw area, and when the 
actuation to other operating members is canceled, it turns a throw object character in the 
predetermined direction, and it may be made to carry out a throw. Thereby, a throw game is 
performed certainly. 

[0089] Moreover, while this invention displays the throw mark of the game screen displayed on 
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a monitor which sets a guide viewing area as a field in part, and moves to this guide viewing 
area in relation to rotation of a throw object character While making the area mark which 
specifies the throw area of a throw object character correspond to a guide viewing area and 
displaying it The level viewing area which displays the are recording level of the throw power 
corresponding to the flight distance given to a throw object character, While approaching and 
setting the include-angle viewing area which displays the throw include angle of the rotation 
index viewing area which displays the index relevant to the rotational frequency of a throw 
object character, and a throw object character as a guide viewing area The are recording level 
of throw power is indicated by sequential at a level viewing area, the index relevant to a 
rotational frequency is indicated by sequential at a rotation index viewing area, and it may be 
made to indicate the throw include angle at an include-angle viewing area by sequential. 
[0090] By this, when it exists in the throw area where the throw mark by which it was indicated 
by migration was specified to the guide viewing area by the area mark, while a game player 
can set up the direction of a throw where the throw of a throw object character is confirmed by 
carrying out predetermined actuation The throw timing of a throw object character can be 
accurately held by checking the throw include angle displayed on the throw power displayed 
on a level viewing area, or an include-angle viewing area. Moreover, since the level viewing 
area, the rotation index viewing area, and the include-angle viewing area are approached and 
set as the guide viewing area, a guide display can be constituted in a compact. 
[0091] Moreover, while this invention displays annularly the guide viewing area which indicates 
the throw mark by migration, you may make it display a level viewing area, a rotation index 
viewing area, and an include-angle viewing area along with the periphery of a guide viewing 
area. Thereby, a guide display can be constituted more in a compact. 
[0092] 

[Effect of the Invention] As explained above, since the area mark which specifies the throw 
area of a throw object character is made to correspond to a guide viewing area and he is trying 
to display it while this invention displays the throw mark of a game screen which moves to this 
guide viewing area in relation to rotation of a throw object character while setting a guide 
viewing area as a field in part, it can hold the throw timing of a throw object character 
accurately. 

[0093] Moreover, since a guide viewing area is approached and he is trying to set up the 
include-angle viewing area which displays the throw include angle of the level viewing area 
which displays the are recording level of throw power, the rotation index viewing area which 
displays the index relevant to the rotational frequency of a throw object character, and a throw 
object character, the throw of the throw object character can be carried out certainly, checking 
are recording level, a throw include angle, etc. of throw power. 

[Translation done.] 
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TECHNICAL FIELD 



[Field of the Invention] The optical disk with which program data were recorded, a magnetic 
disk, semiconductor memory, etc. were used for this invention, for example, it relates to the 
legible record medium with which the video game equipment using a cassette type record 
medium etc., the throw guide method of presentation in video game, and a throw guide display 
program were recorded. 
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* NOTICES * 

JPO and NCIPI are not responsible for any 
damages caused by the use of this translation. 

1 .This document has been translated by computer. So the translation may not reflect the 
original precisely. 

2.**** shows the word which can not be translated. 
3.ln the drawings, any words are not translated. 

PRIOR ART 

[Description of the Prior Art] Many video game systems are proposed from the former. For 
example, it is the system which consists of the system which consists of a special-purpose 
machine and a television monitor for home use, a business-use special-purpose machine, a 
personal computer or a workstation, a display, and a voice output machine. Each of these 
systems consists of loudspeakers for outputting the monitor and the voice for displaying the 
processor for generating the processor for generating CPU and the image which perform 
control for generating an image and voice based on the record medium and game program 
data with which a controller for a game player to operate it and game program data were 
recorded, and voice, and an image, such as CRT. As the above-mentioned record medium, 
the cassette type which built in CD-ROM, semiconductor memory, semiconductor memory, 
etc. is used abundantly. 

[0003] As a kind of the game performed by such game system, there are throw games, such 
as the hammer throw and the discus throw. For this throw game, the player character which 
performs rotation actuation in the game space displayed on a monitor is a controller according 
throw object characters, such as a hammer and a disk, to a game player. 

[Translation done.] 
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EFFECT OF THE INVENTION 



[Effect of the Invention] As explained above, since the area mark which specifies the throw 
area of a throw object character is made to correspond to a guide viewing area and he is trying 
to display it while this invention displays the throw mark of a game screen which moves to this 
guide viewing area in relation to rotation of a throw object character while setting a guide 
viewing area as a field in part, it can hold the throw timing of a throw object character 
accurately. 

[0093] Moreover, since a guide viewing area is approached and he is trying to set up the 
include-angle viewing area which displays the throw include angle of the level viewing area 
which displays the are recording level of throw power, the rotation index viewing area which 
displays the index relevant to the rotational frequency of a throw object character, and a throw 
object character, the throw of the throw object character can be carried out certainly, checking 
are recording level, a throw include angle, etc. of throw power. 
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TECHNICAL PROBLEM 



[Problem(s) to be Solved by the Invention] however, by the throw guide approach of the throw 
object character indicated by the above-mentioned official report It is displayed that the rotation 
locus of a throw object character and the rotation locus of abbreviation identitas are drawn on 
the location where an arrow-head image approaches a throw object character, For this reason, 
a rotational frequency, throw power, Since it could not but stop having displayed other 
elements for holding throw timing, such as a throw include angle, on the location distant from 
the arrow-head image, the game player had the problem that it became difficult to hold throw 
timing accurately, when not always stared at the large field of a game screen. 
[0007] Moreover, the game screen which looked at the player character and the throw object 
character from the view when plurality differs in order to increase the interest nature of a game, 
In order to move whenever a view and distance change the display position of an arrow-head 
image in such a case although it is desirable to enable it to display on a monitor the game 
screen which distance was changed and was seen even if the view is the same, There was a 
problem that it became still more difficult to hold throw timing accurately. 
[0008] This invention was made in view of such a situation, and aims at offering the legible 
record medium with which the video game equipment which enabled it to hold the throw timing 
of a throw object character accurately, the throw guide method of presentation in video game, 
and a throw guide display program were recorded. 
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3. In the drawings, any words are not translated. 

MEANS 

A throw is carried out towards the predetermined direction by actuation of a (actuation means), 
and it competes for the flight distance. 

[0004] In such a throw game, it is desirable to enable it to guide throw timing (namely, 
actuation timing of a controller) to a game player so that the throw of the throw object character 
can be carried out as much as possible far away. For this reason, the throw guide approach of 
the throw object character in such a throw game is proposed by JP,10-52572,A. 
[0005] In namely, the location close to the throw object character by which it is indicated by 
rotation with a player character on a monitor at this official report While displaying the arrow- 
head image which rotates as draws the rotation locus of a throw object character, and the 
rotation locus of abbreviation identitas The rotational frequency of a throw object character, the 
throw power given with rotation of a throw object character (throw energy), The throw include 
angle of a throw object character etc. is displayed on coincidence, and when an arrow-head 
image is in throw area in the time of throw power, a throw include angle, etc. reaching a 
predetermined value, it is indicated that throw timing is suitably guided by carrying out throw 
actuation. 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the block diagram showing the video game system by which the throw guide 
display method of presentation concerning 1 operation gestalt of this invention is applied. 
[Drawing 2] It is drawing showing one screen of the game in the video game system shown in 
drawing 1 . 

[Drawin g 3] It is drawing showing the configuration of the guide display in the video game 
system shown in drawing 1 . 

[Drawing 4] It is the block diagram showing a function, a stick type controller, each carbon 
button, etc. of CPU in the video game system shown in drawing 1 . 
[ Draw ing 5] It is drawing showing the configuration of the guide display in the video game 
system shown in drawing 1 . 

[Drawing 6 ] It is drawing showing the configuration of the guide display in the video game 
system shown in drawing 1 . 

[Drawing 7] It is a flow chart for [ in the video game system shown in dr aw in g i ] mainly 
explaining the throw guide method of presentation. 

[Drawing 8] It is drawing showing one screen of the game in the video game system shown in 
drawing 1 . 

[ Drawing 9] It is drawing showing one screen of the game in the video game system shown in 
drawing 1 . 

[ Drawin g 10] It is drawing showing one screen of the game in the video game system shown in 
drawin g 1 . 

[Drawing 11] It is drawing showing one screen of the game in the video game system shown in 
drawing 1 . 

[ Draw ing 12 ] It is drawing showing one screen of the game in the video game system shown in 
drawin g 1 . 

[Description of Notations] 

10 Video Game System (Video Game Equipment) 

12 Memory Section 

14 Image Display Section 

16 Voice Output Section 

18 Actuation Input Section 

20 Control Section 

30 Throw Mark 

34 Guide Viewing Area 

36 Level Viewing Area 

38 Rotation Index Viewing Area 

40 Include-Angle Viewing Area 

42 44 Segment 
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46 Band Form 

48 Area Mark 

50 54 Sector border line 

52 Circular Border Line 

143 Television Monitor (Monitor) 

183 Controller (Actuation Means) 

183e Stick type controller (operating member of 1) 

183m The Z carbon button (other operating members) 

201 h Character display-control means 

201 i Guide display-control means 

MA Player character 

BA Throw object character 
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[Drawing 1] 
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[st*«9 j mwwj rmmiw&mt. mm* f 
^©^{c» o r sci^^i-r-s t«*s 8 ta 

w 5 > y-cfiifp $ nfc t % {cfiias^ * f 9 ^ f (c ct 0 

+ ^Bf^tSjtciSjttTfi^-r -5 J: ^ tc L/ 
fctf^y-Atctr^^jai^^ F«R*j*-c*->r. 
fria^x^tc^snsy-ABfM©— gp^iistc^-c f 
mTumi&iBmrz-is. com \rm™imu:m$£&. 

mt* + 5>7ZQ>®fa<<cM&LX®M-tZ>&M'?-** 

^•r*xyrv-^4Sfrga^-r F«^Ji8tc^§if 
r^-r 5 j: 5 tc u tc c b <t ■? i v a tc 

tfSJ^ 1 1 ] flNBtsttMt* + 9 ^ ^ ti«(ria^^ia 

i&r ««M^ 7 -*is«w«c^# s ft h ©-cj-jt, 



3 

-5 c i«:J^;Dr^lr^■€•<D^^^a^*^f !>«t ^tc LA:c 

1 2 J SJI2-0^fpePM«, ^su^e>©^fp 
J: 9 fi£<fca*> &arf££a*£tf 3 6 0* -Maicmm 

[ if3#S 1 3 ] iiifiefi&Wfc* ♦ 7 ^ *©|5iigg[{cMa 

mmia&moxmM-rzt&ic. zvmmmmiTmm 

M^t^r *jc5{cLfcc<fc i r -5>it*3s i 
onm. i 2 <zx,»rn^«:iBi8© tf*y-A(cfe»ea 

[ tt*^ i 4 ] m aasif*:* + ? * * ttar828ift^& 

o r m%&tixb&r?mtifi&f? s ftfc & » tctiria 

»rc«cfc o Tit* $ ft A»i%mitc 

mi 3CD^-rft^{ctajg©t^y-A{c*j^ss»^/ 

[M*9 1 5 ] wefifKDiim##iM¥ s ftfc c <t «c 30 
tsc-cmrtasi^* * 5 ^ ^s^uasH** + ^ * ^coisiig 
mmtmo * <t ^ «c u fcc i r zmmi 1 4 ia 

riwsB 1 6 j srsafito^- f^iaiftajx y 7rttc 
* 5 «^-c * -> r atrtafs©si^W(c3tT -5^/>sji?)^ 
s ftfe i * tcffrie&88t#* -p 5 * * zmfetmicGmx 

er^y- Ate Kaiawa. 

Y 3 > ^-CSfTE $ ftfc <b £ fCiftiajl** + 7 * * {c £ V) 

firte-t-^tc^sftsy-Aiijffio— fflmwicm k 
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ymmicm^m&icBsm-rmm^m'XmTiku. arsa 

w<DnmiciQ^x&m?z>j:5 &c i,fcc i £#©<b-r* 

^ 5 > y-cj^f^ s ft X. i * {cstrsa^* + * ^ «c j: 0 
or. liria^-^KS^sft^y-AHBcD— gp^fc 
- ^ Wn-r* i^tc. mrtaia©^ + zom&x- 
Fft^a y^ A*jfa»$ft/tBj^a^y««:. 

fft%z®B'i'7-<D&mi"<)\'Zm7jk-?z> \s*<)vm.7fffi.m 
*Kr§a^-r Fm7FMWiicj&mLx8s£-rzi:mc. *<d 

^ifjicai 9tat8©fi:®^-r F^yni/^A^ia^s 
ft^n^iagys«:. 

(Cct 0iSfifiiS*>?,«(r^Sc43*^tP3 6 0' ^iSjfc«® 

^^C5C i*#StiTSI«*J12 OgaiBOg:^^ K« 

[it*«2 2] ttrfal«»0:+ ^ -7 1? ^<DiaiK»«:Bga 
r-sji^'&^-rsiHi^jg^mMiDJ'&Mta^-Y K^m 

JCmrtaiSltBli** + 7 i' 1 HisT S^KMifPf $ ft**g 
a*Jl@^a7n-r 5 <fc 5 L- fee <!: **5M& i T -5>IS*S 1 
97JM2 i©t,»rft^«:iai|R«3D&®J^-r ^nw. 

c it #1! 2 3 ] frtaisffiitt* t7^$ ttitriaai^ig 
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22 2<D^-rn*»fciB«©ta»^-r h^o^a* 
-ant* <* ft* c £ tecs i; ritrtaisffliv- * cd# 

[«^52 5 ] mmim'?-i>*®miTfi'rz>iu f 
ctzmctrzm#.m2 0x0:2 i te^cDgasw-f f 

[SM^ 2 6 J KTSB^ai^- * Z&miTjk-rZ. ii-i F 

*HfT^-/ F^7j^igcDi1-SK:?9or^7n-r.5J:5«cL. 
fcC i«r«fSi-rStt^2 2K«(Di9«t^^ F&t*? 

mim2 7 j Msai^v- * z&mm^-rz iu f 

fa#-< Fa^3^©WaK£oTS^T£J:5(cL/cc 
<t*^£T£it:*«2 3te*K>!S&P:tf-f Fg^^n^ 
7A*J|2SiSnA:^ia^^. 30 

est?** 2 8 ] i&ga&ijv- * z&mmtTz ha* 

^•Ticfc^ CCL/cC i*i|$®i-r4i«*S2 0X«2 

1 ia$S©&W*M Fa^*a^5A*J|aiil3nfcoJ^S 

m^mz 9 ] frtatftisiv-i'^^a&^m-rs^^ f 

2 ox«2 liaiso&sw-f F^T-oy^Aiiiaas? 

c 8t5jag 3 o ] msamx y r zmmr z 2 *cr>*g# 
mv&^zmziu F^^©^j(cf4g-r5@B»f(c 

3m*0?ftt#£ mm? * <fc *> CC 0 tt C <t t T 4 tt 
[19^3 1] Btfaa2#©$#*>6&&iy7v--* 50 
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smzmTxTzxitcutcctzftmt-rzmmTSz 9 

Xtt3 0&W>W8W-< F^T'n^Atf&iaSftfc 
CSJ*« 3 2 ] MS&tiXD&ftmtifi&ftS ixtc c i. (c 

^{ci//cc<t*4$at<b-r*i9*®2 7iai«<D^»^-Y f 
10 jcsoriiria«^*t^^*sc>'a«K**i'5^*©@ig 

jiffi*«D*J:^«ci,/tc <b«#S*iTr*lf*12 3IB 

c n#m 34] friaiaw -7- * &mi as® x y rrt «: 
imn J: 5 tc t,fe c i *!|^ t r *s 3 3 tats© 

is^s^w F^yp^^A*lfa^Snft:nJ^ia»J««Co 

5 ^^-caifpsnfci *tcKrias#* f 7 ^ 0 
or. H!rfa*-3ftc^$n-5y-ABiffi<D— SB^gigjtc 

^-r^il/TV-^^Uia^-Y F^^^(C*ff£:3-«f 
tgS^^TSIBIilgJgga^migsVjJia^ftW*:^ + ^ 

* * ©ia:®^s*^-r ^m.m.mm,^wii3 a f^ 

fgsa^^itriaiiig^tcMji-r s fg«*jiir^«7n 

fria«sa^niB(c|jriaia{ai^s*J©^^^--5cfc 
.stcvtcctzmktTZimxA 
ia^sn^^ia^««:. 
0 [it^B3 6] mm®m~7-i>z&mk7jk?ztr<{ f 

035t§^7K«iiSSo*ftS^^*t?ria^^ f^thm 

t«*S3 5ia«8©a:a5^^ FS^T-ny^A^iasssn 

fcoT£?ia»&#„ 
[0 00 1 ] 

[^©jg-rie^R^] zruif^A^f-n 
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[0002J 

^4Wfi;tJ84;iP&ft£S'*^A$rc*.5. Ctl6© 

n^hta--?. y-AT'P^A^-^SB^Sti/tfe 
fSifl&tk y-Ayn^A^-^Kg^rfflHi-iwr 

cd-rom, mm****)* mm*s*vm*ft 
mute*?-*:? h&mtfi&mzinz. 
[ooo3] ccDi^^y-A^^T-Artf^n-sy- 
Ac-aii/T, »is^-m^nmmfm<j>m&>f-- 20 
A*i*s 0 to&iay-Aw:. *-*±(c^jnsy 

CO 0 04] C©«fc 5 A{C*>M,>-Ctt. 

* + 9 * * %v * i ps *) a*(c fiarr & c 4 #-c # s <fc 
^«c. y-Ayu-^KStb-cSSS^-rs;^ 

5 7 2 42MRICMtt C©J:5*a»y-A{C*j»S^» 

[0005] -r&Jbfc. *^.*±ic-*«,>r 

jM** + 5 * * 4MfCB1EftCT <* + 5 * * 

fcifi*l.fcttWC, t7J< *<£|5Iii6$W$4l8S|I| 

wmw&mx ') m s 4 * * c 4 

■ctafisi 9 4 5 > {fwfmuc. k s n a c 4 *«te«g? n 

[0006] 

* 7 1> *owmMt nm-ommfomzm < * 9 

•cSbRSn*c4v e©fc«wciarak ttfc"?-. IS so 
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»^S^©iSW*^ 5 >y*Jfiffcao©fi&©fijR4*Ep 

6 y- a y u - +»y - AiBfficDKc »M^«^«cima o 
4 4 raa^* -5 

[0007]$fc. y-A©8®14£*8*$tJ-*rc«> 

*8£*>6jifcy-AiB®^. fc*wf§ic-cao-c*>8§ 

4(Cft£/fc«> > fiBa»^3>^®5S{CJSt?C4*i$6 

fcBSttc ft i 4 to wis*** o fe. 
[0008] *iswtt, c©«t 5 a*w«cffi*r«sn 

JitfC4*i-Clf5J:5«ci//ctf^y-A^S v trf** 

y-A(c*j»^fi®^/^ K3^2raac«ftaw7V fsbr 
yn a*sib® 3 n/t waBmrnttmr z> c 4 * 

@W4-T5. 
[0009] 

[isija«»^rsA:»®*©] ±taeB<j^^jrr4Tc 

fg&I l cMttHt*, *^dt (c^^nsy-Ailffi 
*»f^©©aifP«C J: r> $0®T-5 J: 5 K U VfXY- 
A$gS(c*j(,»r. jl^+i'5^^*JS:if«:+t.7i'^4 

Sf^ ^ n/t 4 # {cu^ji#+ + ^ ^ ^ {c<fc o + 
v i» ^^iKfijai^© 4 . sjtay- abi©- sprite ^ 

ii4 l/T<,>*. 
[00 1'0]*fc. »3^S1 0R<>-1 9CD%W«, 

* $ n-sa** + 5 r> jr + ^ ^ ^ 4^ 

4dtC|JBj»*-».9*3r«Cj:»)«aW*:*-»'9y**)lf 

K*i*K«msn*y-AiHffl©— »«wc#-f 

SiTjrf* «fc ^(C bfcc i 4 

[ooin cft&<D«fi£Ro?:^K«fctttt 1 y-A^ 
^/-f F^ia«cc^sn/tjsiw«:**5i' 

KJ:»)«e3tiA:«ail*yTrt«:ffaE0rt»a4*(c»f 
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3 ft on * <* 5 tcSJgf 5 C <fc ifi-C » 4 . 

r&ft*s. ha b-mTKmmz&nbrzim-?- **&ta 

-^(8«K^f6©g*£a^-f 

4Ci*>6, y-A^l/- H*fiEfc©«fc5(cy-Ai®S 

©JKt^*SKigtS LTfc < !&K*t& < £ 0 . 

* + $ ©&® * 4 5 > yfejtlffitcjit? C i*i-C* £ 

[0012] 

[^w©nsfi©^ss] an*. ##6ipi©-fi*&j&!?§«:<$ 
a (tf^y-A^g) i o<Dmu&mi$.Z7K?wc3> 

i. -*C©EKCte<,»T. tfty-AJ/XfAlOB, ^ 
tftf£A#SU 8 <t. S(l8PSI$2 0<!:£4l;tTt>.5. Cftfc 

y * y * 1 2 . mmmfrM i 4 . #^a^su i e mrm 

V?AlJ& 1 8 tt. ©ia»3B2 0 ©l&jfrr £C P U 2 0 1 tc 
MX 2 2{ci0ffiSfc«f5Sftr(,>5. 

[o o i 3 ] ^*ygBi 2it. mm?-*, Wf-z 

ft. -0£-7x-X|£I?§l 2 14/M^r/a2 2tt& 
i&SS ftfciB»Sift: 1 2 2 t . iefS&f*: 1 2 2 a>/=>i!*ffi 

C©IBHMSf*l 2 2tt. «*.«, y-Af 
-if^5f'<l'-f ^ >yi/^fA©7'py5A7 r -i'© 
f2m3ft/tROM^3CH7'^X5 1 •? ^-xjoRSftSftT 

(0014] SlIfeSlTnaSl 4tt. y-A©jftffCCjSD-C 

a*©y-AsiB*^t-5/c#>©t>©-c&9. 

-y *-Z®mi 4 1 ^lt/U2 2tCf££S3ftfcD 
/Aaiwc-* l 42i. C0D/A3>n-»i 42 
(Cfgi^S ftfcC R T*>SSH7* ^ X yu 'WfcStt'?- U tf 

CO 0 1 5 ] ^FtiiMtl 6te. y-ACDjit?{t£D-C 

>*-:?x-X|sIS81 6 l£/l-LTAX2 2tCj&&<*ft 
fcD/Aa^M-* 1 62t. C©D/A3>^-^1 
6 2 ft fcff MEItt 16 3i> C<^i^#iHIE& 1 6 

6 4 <fc&flM.TC>*. 

[0016] &fPA2>gf$ 1 8 {*. $Wm 0 tC^UTJii 
fttt#*Hi;trf* *>©?&»). ^>*-7x-xislliSi 
8 1 *^Ut;U2 2tCj$ffii*ftfc&m&*a-f>*-7 
x-X|S&gl8 2±. C08Mf8^*-7 x -^i 
SSI 8 2tC«ta<*ftfc3>hP-5 1 8 3i*$*Ti,> 
5. CCayhP-^lSSB, gftCA©gMffliJfCi2 
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t8!3ftfcx*-hij<*>l 83a. A#2>183b. 
B#?>183c. +^-183d. oi»S3 
>FD-5183e. £MJ*/jK*> 1 8 3 f . 
W*>183?. Cl#*>183h. C2iKf>l 
8 3 i. C3#£>1 8 3 j&c;C4#*:>l 8 3k 
<!:. &#CA©W®WfCieia!SftfcZ#*>l 8 3 mi 

[0017] CCT. ^foi>S3>Fn-7l83 
X?- -< v $>©i3fi&&£3&££ Urimiee^Stf 3 6 0 

• ^(cMorffiejs^^ci^tife^iSft. x 
^ 9*©^m&c^®#&tc£OT. ig&fig* 

m& 1 1 zttfifZHD xm.mRvm®.i3iii\<D yrnmom 

-f>*-:7x-X@gSl 8 2. 1 8 1 &:frl,T$<iaP 
SP2 0(CSia3ftSJ:^{C^o-CC^, 

[ooi8] o«. y-A©jitf £fM®)-rs *> 

AX22*i«g3nfcCPU2 0 1. 
®y p „ -if 2 0 2 SiW^a 7*n 42 1 V 2 0 3 (C «fc 
9«Tl&;*ftTI,>£. C<D«#*!iaya-b^-y-2 0 2« % 

^4ff^4>©-C*5. iil®^7'n-fet > if2 0 3 

«. ^t^a^p-fe ^202 tctevzftm&gkULmu 
rami 2 3{cM-rsfiiffi-r-<if®^-^©# 

«*.«. ^U=f>-CjgS3ftSRAMl 2 

3 ©x >j r tc^-r 5 y ^ x ^ + is»©s$ tea-urn & 
tf 5*>©r*5. 

[0 0 1 9] ±fB©J:5K#J5£3ft/ct^:*y-A^X 
fAlOtt. ffl^(CfSOr^©0fi§*WJ^fefe©i35: 
4. T&ft*>. tfty-A^fA10*l^i(, 

r^3ft^«^(c*ji,»rw. W^tf. iai«:^3ftr 

fc. tT^y-A^X^Al 0*s^liffliL.-C«fiX3ft 

5t§^{c*j^r(t. mm. fi/ty 3 >t-f 14 

3. itiliaSSl 6 3SCfXf-*16 4W, y-A&# 

[0 0 20] CC-Ct,^y-A|jfc$:m*. F9^.« V CP 
U201{C^I3ftyt^>^-7x-X[5IS§12 1. R 
AM123. -Y>^-7x-X(5I8§l 4 1 iD/A3>. 
^-f 14 2, -r>^-7x-X[51SSl 6 1 iD/A3 
>/<-i?16 2. -r>*-7x-xielSSi 8 1 itf^R^ 
>*-7x-X|5I88l 82i3>hn-7 1 8 3. & 

ex. <t#*aa7 , n*f t>-2 o 2 ifflffcAagyp-b?-^ 

0 3*>6«Rgsftio c©y-A^4Eft«. simm® 

1 2 2*i*©fi*«:^iiSESftrc^il#8|5{C#18i@aE(C 
^3ft5<fc9{CAjtoT^5. SA:. p>hP--5 18 
3«. Z<Dm#K.mibt\tczi*?iHc ffiffy- ^H? 
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[0021] sifc. trf^y-Ai^^A 1 o** v jt- 

V i- )l 3 > tr p. - * V - 9 X f - > 3 > & tSE £ b r m 

i4 3«. x>£a.-*m<D? ! < z7i><{tic*tj&is, m 

iHHHm?*! -fe ,tC2 0 3(t i2®&# 1 2 2 {ciaiss n 

-* <Dft3B*P v KC&tgjJfta&K*- F±©^- F 
•}*7fC*fj£l/. -Y>*-:?*-*EI8gl 2 1. 14 

1. 16 1. 18 1. D/ A 3 l 42, 16 10 

2. &ftfit$B-f >*-7*-*|5|8Sl 82«. 3>fc*^ 
-*<Dj£3B*n v FfCfSt8<*nsS£5B#- F±«Vv- F 
V*TlCftl&-rZ>. RAM123«. 3>f*- 

*±(D^ A is* * y < imSBi* * >j ©Sx y rtc*t 

[0 0 2 2) «T{C*J«r^-C«. tff r 3l-y-A^X7 ! -Al 

o ifimmm t l xmmz ti zm&zmsc l x &m-rz>. 

[0 0 2 3]^C«C. C©tf*y-AJ/XfA 1 OCDlR 

*>«C$tt. ^f^y-A^f-A 1 0tcmiK*i&A3 20 
C PU 2 0 1 fC<£ »J, etMBtt 1 2 2«C§etii* 

nr f- ^ zs#*/7> •f-M.K.m^f^xismm^ 

tFf - f R^y-A ^5 Af - 3rd)- gp&S 
t,>tt£8iS#RAM 1 2 3«ti3ttSft*„ CPU 
201K<fc»), RAMI 2 StCfettStvC^Sy-Ay 
Pi^Ar-y RO'y-A^U-t#3> 1 
8 3 */M,-Cf§^T5rt^{C«^*-C. mjz<Dy-A& 
itffSftS. 30 
[0 0 2 4] •rftfcfe. CPU20 1 (cJ: 0 v n>ha 

l 8 3^try-A/u- ^*>e>J§^5n-5^ 

ibT^av^F^^gSns. C4a63v>F{cS-3 
t>T, m-^Biyn-fe?-y2 0 2«c<fc») 3^XtcSISI± 

coo25] -ec-c. ztibftnmmicm^x. mm® 

m-f ntv -V2 0 3(CJ:0 RAMI 2 3&C*tbTJ8iIiT 40 
^SiB®7*-*©§tji#^3SjWrfcftS. RAMI 
2 3(CS*ii*tl/cjij^f r -^«. ^>$-7x-^l 
SSI 4 l^UD/A3X-iil 4 2iCffcI&<*ft-5 

^3>*-* 1 4 3(c«^3h. -e©s^®±(cy- 

[0 02 6]-^ ft^ST'P-fe ?1f2 0 2i)^tiit> 
<* ft -f>*-7x-^IKl6 lS/l' 
UTD/A3>A-* i e 2tcMSn5ift«: 1 CC 
"C 7 a J'Wf $ ft fc&telf fliEISS 16 3 4 50 
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ix^xx^-t) i e 4*>6W^i o-ctfcfrSft*. 

[0 02 7] #«C. CO^rty-Aiy^f-Al OVft 
y-A5/XfA10m X*- f-##> 1 8 3 a£& 

ftrac icc.fco&^aa&y-Aos *>a>6 1 ©y- 
A#j!»i?rt£j:5«cfco-cv£. ccra, yu-i' 
x$> + 7 t> * {c j: o *\ > 7-r*5ga»*=t + 
■ji'^^^isijcjsssn. -£©&»#*+?£'*© 

ft*. cc-cif*t5i'$tt. imto*+5*$±& 
[0028] coD^N>v-atf y-Att, *mtmm-c 

«. "l 71(M4A©y- a^ u-i=««: i 0 y- A*Jji?f s 

n. y-AB®±tcy-Ayu— ^oAJStc^ufca 

mm %®^*>©t*5. ^*ygRi2K:tt t 
y- Affl®±cc «s« l *t»s#=^ * 5 5» ammmr 

[oo29]^k, 32 ^m^x y- Aaao^7n«ai(c 
o^-csiig-rs. c<D@2(c^-ry-AiijM«. mss© 

^M A#£JSS«<D&#;&> 6 *S > v -t?* Sift^*:^ 

t?^ b Aictmz htcmm<D3ij&&iQftotcvim 
* 5 ^ * b A<z>mmm> mm ufnaim.x$> zt&s 

y-Ayu-ir*i3> 1 8 3 ©§? ^<D^*H 

[00 30] C<D#>f F^^SPGD«. + 

m ar^jsj^* * 7^^ba tc*t-r ^ta^i*^ffc-r * 

^ury- AiS®*J^H3 hx i> ti^5£fitS 

©jy*ft&#iSKouTte&&-r ^. */c y-ABra 

+ 5 f ^MACSlSJlSfii. S^+t^^^MA^fif 

mmzmty-rmimvm?** ? # $ mA<D^,m^m.fn 

•f5gita#ffiBTSa*K5g;*ftTl,><&. CCttt, IS 
@(C®tgbfcja^--Cdt>5 r PL A YE R 1 J i. r^y 
*©@»i. «StT"C*^ r B 1 a d e J i^Snt 

co o 3 1 j *yt. y-AHffi<0*T««%#Ktt. y 
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^*£7y-Jt>&mffi8FD#i83£3ft-Cl,>£. C©7 
(«*.«. 3 0#) fgffcSn&OiSK:. MAtf TT I 

me 1 o j #^3*1. c©a^3ft/ctMB#if*&K: 
#9>f-:$f$:>3ft-c i o&mMTZt t?r->\>i •» 

[ 0 0 3 2 J m 3 te, KS^SPG D£>#JtX£iMlB(C 

* + 7 * * B A©@ft«CWSlO-C@ft£8frf £/hR«5© 
&18t-*3 0£. C©&®-7-*3 0£R$lliI{C»o 

r@^s*?ifi«^-c*»). *4>{c<aa-fssi§R3 

£. C©#Y K&7n«Ri$3 4©Jfjrc*o-CTSM4g£ 
£8&ffigi©W«:j&i!i3tt. aift+t5WBAK^ 

m»*oT±IHHfcS£^{^±©H(Cj&tfc3n. 31* 
*fgH4^-rSIeIifg^^^«^3 8 <fc. K 

1 0 0 3 3 ] b'm^mms 4&c«. ±si${cs 

3SPJ3 2 (T&fc*>. WfcVtU Fmtm&3 4<DpiM 

(tfta-r*pi3 2) ©4J^o(c*-cg^4 rvj mm 

34a*Wlt05. $fc. @KJ§^^7n^3 8iC 

«. m^mm^z 8 awissnTfeo. y-A 

gflJ&^{C«-€-0D^fiia7jxlS 3 8a tcjM** t?*fMA 30 
f 7 * * B A^^SEIftgirC* * 

IR«4 Ote. W^fe*i#-¥$n-Sfe^^4 0 a 4, -£ 
©T^fc^3ft/e&ffi^i|84 0 b £#-#K:«!& 

HS4 o btc ro j ^a^sn-Scfc^tc^oTt^. 

[0 034] E!4«. CPU20 1 ©WT Sf8t&SI5i* 
8. fa$S$#12 2. RAMI 2 3. f-Ufc^a>*r. 
*U3Sj;3>ha-7l83 (*£-h#*>18 
3 a. A#*> 1 8 3 b. s^M^O ho— 5 1 40 

8 3 eSC;ZsJ<^> 18 3m) %jjk?7v v t>m~C$> 

m s& / < * ss© 0^ * =&bs t r i > s . 

[0 035]Tftfr£. CPU2 0 1(Ctt, **-h»K 
*>&fM8ffi*K2 0 1a. A#*>&fmtt*l82 0 
lb. vi'Mzil'ha-J&ft&tii&mzO 1 

c. ZxK* >mfmW*lft2p 1 d. tt»/<-7-W#=F 
&2 0 1 e. ®Mftm.Wt52.¥-&2 0 1 hRtfy-AHiffi 

&mv®*m2 o i <? i isxo>&mm*m®*.x 

«r»*. £/c. y-A@i®m^tfI2il*|a2 0 1 gfCtt. * 50 
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•C7^^s^jsii#gi2 o i Yi&vm Trmmm&m. 

2 0 1 i £<f;ir<,>s. FStjrfWSBI3M22 0 1 i ec 
«. &g$v-i'^3M22 0 1 j . x'Jrv-^f 
S2 0 1k, U^*«m^R2 0 1 m. lelftlgat&jt^ 
©2 0 1 aStfJUKftncfAte 0 1 p *«*.Tt»<5. 
[0 03 6] **-hiK*>iifHttB#«2 0 1 ate. 
**- h*K» 1 8 3 a*J&©»flHM«*-31r»r»# 
©O N/O FF£&a** *>©■?& 9. ON**(fclfi3*i 

sc tec «t 98»©y-A©5 *a>6 1 ©y- A*ii»iR 

3*1*. AiKjr>»ff«W«*«2 0 1 btt. A#*>1 
8 3 bjfc5©&ftfi#teg^>T&f£©ON/OFF£ 

[0037] *2M3>ha-7g|{1Mfca^©2 
0 1 clt ^ 9 ^S3>hO-5 1 8 3 eO^f y 

Z0>X?-4 ?9S3>hn-7 18 3 

4. iS*^ + 7i'3rMAR^8i5^* + 5i'3fBA©|5| 

5 » if M ASV^Btl:* t7^*BA ©@!5#Wte3 ti 

[0 03 8] Z>K*>liff*a*«2 0 1 d«. 
> 1 8 3 m*>6©ISIflpm#«:S-^t f >rMI^©ON/0 F 

Fi^at- 5*>©r*4. im-?-~*3 o*i^asr-sx 

>J 4 8 fc<fc OSUSSti^fidlx y Tf*3tC#?5ET 

Si#CCZ^*>l 8 3m*i»fPSnTON*^m3n 
Si. -e©^-CS88-7-^3 0©@ISa6f^3W±5tl 
*— 35Tv a** + 9>*MA2S'CmaW** + 9i'itBA 

*J. SSS-7-^ 3 0 3&iaaJxyTf*3«:??at/^C><!:l?{C 
Z^*>1 8 3m*tON»f¥3n*i. -t©y-A» 

[00 3 9] »<?-tt*#«2 0 1 e». ZT< v 
^!3>hn-7 1 8 3 e©*7M v^*4±ta4<10T% 

*t&?z>imj<'7-zw*.tt r i j rosaw«c#^-r 
•s*.©r*s. -eur. ^ ^S3>hP-5 l 8 
3 e ©mug&ftscctt ft; o r SSivs 7-o§ffli/^;Wi 

+-? ; 5'afBA©iiftas*«t^3ns£^«:. 

■r 5 i» * B A*sf9«5 3 txft. t $ ommtfito&Z <k *> OC 
«toT^5. SJSbN-r7-©SSu-<ji,*ii9^:-r-5C£«: 

«fco. ift{S!-7-i'3o©i5neia*>i«^:$ns. 

[0040] ift®ftSI«£#©20 1 f «. Zj^^>1 
8 3 m*i&{£3 O Ntm6iiSM#3 ivCHSMCC&ISt 

^t^^B A©aj»«s*ssw«c^t#S3£ir-s t 
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8 3 m<D&ftWM® 3 ft Z> i . S» 3 tifctt** 7 - £ 
m 3 ft fcfifl&fcK £ rfc * *^*>i&£ 3 ftfcjRBN? 
iS^#* + 5**BA#&«J3ft*<MKfco-Cl,>* 0 
[004 1] y-AIBBtfl;ttt08P^l82 0 1 srtt. y- 
Art^tCifeft^y-ASB^RAM 1 2 3#>£g?#tti 

L-Cf-UtTi?3>*-3r i 4 3<cta^-r-sfc©r*i. 
* + 5* *^iiKH3P*©2 Olhd y-A©jlff{ci 
*> * r> i!** t 7 * * M ASCf * -5 * * B A 

<H2) &<m.7fr*mw?z>b<D~ct>*). ha vwm 

W^&2 0 1 i t* v #Y KSbnSPGD (@ 2) ©«jj*£ 
C 0 0 4 2 ] *mm^®.2 0 1 j 

*3 ozmmmz b-^ymm 4%&femm 
ifz s^mm** BA©i5i«gfcwat,r@if£^ 

I&31* ZsK*>l 8 3mCDON^«Cj:0-e©^8ll% 
ffUt3-«*S4>©-e&S. x'JTv-^^^182 0 1 k 

*2BA©&8t#*ra&±3fts«8H> ^sajsraxyr 
5(ciK-rj:5{c. «ien3 2©*^o*»6^(cisj^r 

rvj 3Z£*g< J: 5K:f*C>-^2^:©*t,^^4 2. 4 4 
K<fc9Jgfi£3ft*. C<Z>22C©^4 2. 4 4fg<D;$K 

[0043] C © 2 &<Dj&ft4 2 , 4 4#i< l"Vj ¥ 
K^^«3 4© TV j ^Kg|53 4 a©J£HSBi 
t-$cfZ>£5icm5£Ztix<,>Z. 2#©£#4 

2. 4 4*j^stifci^. mv&tfj Ym^mmA: 

OJfS'C*ot2*(D^4 2 1 4 4B8«Cl£oT31lH#© 
^#4 6#|?P$Kg^3ft£.£5«:fc-?TU-&. C© 
^tt#4 6 «. X 'JT7- *©— gB**8fiKf •£ 6©T\ 

fassx ij T©tas*^a«crt -Sck ^ «:•*-&*&©*>© 

t?**. fetTKfc^T. 2*©8»4 2, 4 4S 

DW#4 6*P*>*itaS3ftSx y 77-^4^4 8 r 
mt. COX'j7v-i'4 8tjslS3n48«liU7rt 
tCtSiPv- *30 tHiC. Z > 1 8 3 m 

&&fp-r* c i -c&.m#* t5?s b A*-?-©ta:ffl!*iw 
SJiii s n €»f5art «:t9:anr s c i jfts-c # ^ j: ^ (c % r 

[0 044] C0i'J7v-*4 8^3nSi§ 1 
r. U"C*fltnHM3 6. @1£HMftmMtt3 8RCIcA 

185 O#0B#tc&zj*Sft*. tft. Cfthx-VT-?-? 
4 8RtfR*»IBH5 0*iamSft*t«C» i'J7?- 
£>3bi**82 0 l kccjro u^;i/4bftfti*3 6&H&:*: 
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o. y-A^u-+«c*ti/ry-A©iiMf*»^ psn 

4 (-ffcft^. »^Sa> ^a-7 1 8 3 e©® 
IS«l^«:J:4ia^7-©SS^*i{S3^*. > Ci 

SESf&tfBlteSftfciStc. *MntCB3S!&9lS*85 2#^ 
^3 ft. iK^t:xrJTv-^48SCJfn^«illS^50*J 
I§7r3ft5. 

[0045] U^;b^#@2 0 1 mtt. P^-H-Stt^ 
^3 Q*WM.m*Z,--fS, ^fofSa>hD-5 
10 18 3 e*>6£tti3ftSm#fcS^T&j®#*-».^:5' 
*BACCtf#3ft*&&^'7-©gf&U-'<*' (8«ffl) 
*U^;^n^^3 6(ca^-r5fe©-C&5. -Tfcfo 

^fii^C. i®^SS3ftri^3ft5»iBlM-9- 

*?3ft£. c©w^e«. «w«c«fe (mi*. #&) 

#tt-53ft. W*Je©#^l«*tf^ir*C£«cj£D-c 
grfctCtf-S»3ft£«;|?feWgfe (Wittf. *U>i^fe) 

20 [0046] Cft(C«fc»). y-A^"U-i'3&ig3»/\-'7- 
©S« U^^^WtCjBS-C 1 4 «fc 5 «C & o -Ct>£ . 

<h*(ck. W^SHI^3 6*s|afflJ^<r7-©itA«cxE 
DT5feKtf^3ftfcfc©<Hi#ifcSI®& (mtf. ^ 

fi) {ciii^^HSfti^^tcft^rt^. 
[0047] @3g*§S^7n^©2 0 1 nB, HBE&tCW 
a^ifi«4^-TlEllE^^«^3 8*tKe^7n^--S 
a^+f^i'fMARCi t S:g8W*=lr + ^^^BA© 

30 ®&mfii®mzoKttfcLx?#>®m.L-tt%cm®® 

fflSrisyi:a^-r**>©-c*i„ -r&fc^ *sisg^jBt? 
tt. «^ftSlElie»^5ia{ciftS3ftr*j»). 0IESt*t 
1 ©$E5fc8i©± #(c» r 5 j *i^3 ft. 1 EBgi,***) 

2>«t^iHiisst<bLr r4j atsi^sft. 3e>«ciia« 
r*««c *r *«Sb?i*hti*jfifitc roj *sa7K3 
ft5j:^{c^o-rt>5. y-Ayu-^j. roj*ta 

^Sft-SS-CWraiC. 'Cfc.SKB') hn 
— 7 1 8 3 e Z®%k&ft-rZ—1j> Z^>183mO 
40 ON^^f^CiJC/S^. roj *s«^3ft4$-C© 
WJC. Z^^>1 8 3m*JON^3ft^l,»<!:t«. y 
-Ait F <b3ft-5. 
[0048] aaat7lv£©2 0 1 p«. iftS9i*Hr^ 5 
f B A©g:®«jS*«ftTftaS^II^4 0 *Wt&mn 
Z^*>1 8 3m*^L,rONfiftfP3ftr 
t»SW{c*i^3ft-Sf9:IS^e*ftSA^^4 0 tc^m 

•T54>©-c$>-5. -r^cft^. c©^aa^«. 

Mi|84 0©feg|7T3ai4 o atcw^a n&> * 

•tt^T-SiftK:, ^3ftifaj»ftK«:^fEL-c-e©ft 
so 4fW»**:S*ft-*. »nany«4 0b«:fa:»fta; 
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y~A7i,-i>immPi&i&iitmicmmTzc two 

[0049] ttt* % COn^m^U2 OlpB. 06 
tCTn-f&lK., Z## > 1 8 3m*iONi8f£3tt;fc£& 
(CfcSltTjvSWsU 0 <DSa^4 0 a 0 Btf*t>^ 

m©5 4*j^sn4ci«:j:*). y-^^u— t»«c?pf 
[0 05 0] a7n tr^y-Atc^wsfiB^^s 

■£<D*gtCA**>l 8 3 b#ON»ffc£ftfc;^#>#fcf3J 

*+9*$&ftMff?gi2 o i htc£t)m&W)fttc 
#3*^5 n-s— 17. ha b'm^mm^m2 01 i tc<t«9 

(^f^ST5) . ^f^ST3Tfl 
Sflj^SSSftSi. A#*> 1 8 3 b#tON&f£i*ft-5 

[005 1 )^t-»t, f i'Mn^ h n — 7 1 8 3 

jtt<i:»)S:®v-*3 0rtW K^g&GD<D#-/ Fft 

[0052] X? v ys T 7 
k s x.*)7-?-i>&7jk&m2 0 1 k(Cj:0. ia5{C7r-r 

a^*sn5M5 2*ia^sns-* v ?©aic«iuti'j 

T^-:J'4 8*^-r5^4 2. 4 4 SC^ttf* 4 6 

B A{cM-^$n/cf2tH!M-7 -CDSSU^;U*i l^;Hlm 
3M82 0 1 m(cj:-,T U^;HKmflW3 6 tc^SftS 

ffl«r^-r4>©r*"3. u-^ Ji^^igj 3 etc 

*§9a> 1 8 3e©ON&ffrM^Sft-a>* 

raters fts&SM-c cj-oiai/^jwi^^ n 
B$ia*i^jfr s $ -ctt wowjes ft* * -rimr * 

£3ft. y-AHMCD7 r -Jl/^«BF DGCgtTjsSft 50 
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[ 0 0 5 3 ] ^"C. fifflh?- * 3 0 mt!»3. U TrttC 
#ttbrc>4<tt(CZiK*>l 8 3m#ON&f£;*ftfc 

*»5a>##«ij;*fts (^f^sn i) . comw 
wssn^i. s»v-^g^#i82o i j (cto&to 

v-*3 0©||]|^fl^±;* 

^m#©2 0 1 k«C<fc»)x'./7v-£4 8 (&#4 

2. 4 4RCf^ttft4 6) . wmiss&m5 ORim&ft 

us® 5 2 fi&s&mm o ©es^ia 

4 0 a*JR0ffitfS3^*SITO5 4#^7n<*ft> Z#*> 
1 8 3m<OOUm$1fi®msnx\,*Z>mtCffl»ftg3St&. 
#182 0 1 f«:<fcg 7* *BAtC tf#«*ft£ 

iftj»fta*i«g^#i82 o i v<x.£r>-cpim.wmm 

[0054] Z#*>1 S^mtt. S?srtti8®# 

* + 7 * * b a vmxmmmm-cib * 5 0 s© t s 

<c©£S. B3gJ§©*^ig3 8«:tt roj #^5 
fta. ) KON&ft^ftitiKfcs. #?t& v 4@@« 

[0055] S8«. c<o£$<D'y-&wffi&7ik-rmv 
i , ;7v-i'48 1 nfteHi«5oat«i 

2tt&*Cc^iSTS<fc5(Ci^3ftrt,>.5© 
-C. 08r»x'J7v-i'48, R^U5«5 0SWa 
^1^5 2«$/c^3nft:«SS(C*-5. Z^K 
*>1 8 3m©ON^ipIi^{ca#+f ?i»*MAS 
0«SfflI^i'7i'*BA«^a3n, »9>o< Oilellg^ 

[005 6] ^^r. Z--K*> 1 8 3m©ON&ft*ifl? 
^ (OFF) ?nfc*»5^*5HSIJ?n-5 Ufy^ST 

is). c<DON&ft<»Mmt. wamRtfim&m m 

1 hK t fc»)JS«!«:* + 5^^BA*iS^ + ^^^MA 
(C«fc*)0fS^lS]iCSg8I$ni (^f^ST 1 7) . & 

*j. s*9o* *Tiss£Rrfl8i3tir(,>5 

*i; M^.W9 0' *SS^.Si f7r-;l/J i^tiS. 
[0 0 5 7 ] H3975S1 2W. J9:®(*+*7**BA*i 

BA*iJS;8»2nr*J*). ®&* + ?i>ZMAi>ttSi®Ztx 

*i^snxi,^. 13 1 o-ctt. iftffli$nfcS88ift++7 

[0058]$/c 011 ^ - 



IS 

» F (CUT * -5 £ £ BA ©*RIE8I4«iM 1/ 

n,>*tt«s#7*Sftrt»*. y— a urns© 

l@S©jR&B8l#9 3. 2 2M-C*^C<b*im3nr*f 
0. ±8UK: TWORLD RECORDJ i^Stt. 

38** * ? * 2 MA*iJ»-felf-5Tt>5ttfiS*l^$nr^ 
C©^-AT«, ±MUfc<k*>lC. 171S4 

A©y- A y U — HC*H£**i33Mr + ^ * *M A t . 

2tt^*iat&£ftTt»sy-Aia®(cttgia 

L (,> * 5 * $ M A t ©fBr 3 lUfi:® hie 5 *> © 

[0 059] *ISWC«. ±IE©J: 5 (C y- AH®©- 

5E<*ftT(,>*©-C\ y-A^U-tlJ^/^ Fg*n*SfcGD 
^aarr**:W , r€£*©«t: 9tcj£i»y<~AiiniftA&i& 
S88»#**7y*BA©SH8I*4 3 
>y (f&fc*>. 3> 1 8 3©&ffc* ■< 3> 

40 £3IB8«C*S*?C -T&ft*>. iU FSbS 
S&GDtctf-f F*nHM3 4*ii«g3ft. COXJYm. 

7mm 3 4 v 9 * * b A<om&ic mm o-cia 

7jtM^3 4 -tfT&gMMr + BA©&®x 

i 'J TrtfcA-5 «i #{cg?5e©jS^4tf 5 

f 7 * * B A £&j»*iWaS <»: $ ft £ffifflrt«c5i||5C&J9 

[0060] £/c. K«^«3 4«tSfi80/cffig 
(C U -^JU^^fl^ 3 6 #iS5g 3 ft . C © U-^ Jl^T^ffl^ 
3 6 (c«»/t «7 -©§a u ^;u#s^ Sft-5<fc5tc&-? 

(c u^i^s^s 6 c i-ppj^sB *m® 

/■C -7 -#tf * S ft ft: <!: * {CjJf5£©&ffc**T 5Ci*iTt 

ism^mm 3 8 ? ft . c ©isi«gi§««^Mis 3 8 
<,c®mnicm&? *fg&**g^<* fts «fc 5 «c ft-, 
©t\ y-Ayi— ifw^-r F&7i%tfM3 4. u^m 
7mm 3 6 sof@igj§«a>j^« 3 8 zimtz ctv 

[ 0 0 6 1 ] $ 6(C, #Y F**W*3 4fcifi«t,fcffi 

g(cftaf^RisUO#i&jS<*ft, c©nsa^««4 
otc&®#Ka*^3ft*£5tc&oTc>.&©r\ y- 

A-7-U— ^»ff&©^M^i^{cfta*^M^4 o*a 

5. *^hj-cw. y-AB®©-^^^ p 

0. HA F£^GD*jS#* + 9**MA;&tf&Kl!# 
tt^^f B A©iai|glt!>fPi«aS:bT«m^S C £# 

jw^*»tt6*fcy-Aiirai*«t»*e try- a 
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iB®4#-^5 vi»«C^n-r4C£*ir#4J:^tc«c 

0,. y-A©»jg(<fe*is«>4c£*ir*i. y- 
Atas* y a i- 3 9 icmfikr z * £ 5 *>«y- Arts 

!?{Cj6Dre.«{CS3£rft«J: l>. 

*fc©r«tt<. «T«ca5^^j:^^a^©a3gjssfii* 

[0063] (1) itafUS^ffi-Ctt. at®^-^30 
«. mtKotu F^««3 2tc»orR*w»*s< ct 

^8!){C|iB5t3ft^«>©rtt^«,». mtf, 3Cf-T K«i%« 
«3 2«URK(c»St/. C©g«t«i©^V FSEflHIM 

3 2{C7&orSlSv- ; j'3 o*aa^tt$-«f*J:!){ci, 
rfcjci,>. C©iS^. itiKtiC©^^ K«m«S«3 2«c5i* 
j63*ti';r 1> « * «fc 5 «c ur 

y- Ay irwtsifis* ^ 3 >y*s^«:®tfc t*s-c 

ITS. *fc. ^F«nHH«l3 2«a»R(cnet/«^l 
^ u^;u^m^3 6^©flk©am^fclBl«{ciiia 

[0064] JJBUM^at® J: 5 K. F«m 
MJIS3 2 *lg«{C^-ri S®T-^3 0*ia 

I^MS«&<t:9tcLA^»&tt. &j^v-;>3 0©^Sft 

hp— 7.1 8 3 etffi^rlSW^^-iJWPS**,!:^ 

K-rs^ti^^^ y^*«eas-a-/ct«sr@ie»»«: 

f3o ©^ab©tea*i§# £ % -5 . 

[0 0 6 5] (2) jj&EN&jurca. xutv-j?* 

«fiS-T * 2 *©«» 4. 2 . 4 4 *«^©*f KftiHR* 
3-2*««J*J:9K«S%Lrv>*#. 2*©^9-4 2. 

4 4 zmvi<o*t<( tmimms 2 ©niiBKifi«s«fctt 

^-f K«iHM3 2«c»i6S*.ra5%-r*ci«cJ:0a 
^txyr*iif^:-ct-5<f: i 5{cfj:- ; >r4Bft«J:i,>. 

[0066] ( 3 ) ±iajyfe^sir«. ssstp-o* 
tcjcOK^r^jc^ici/r^ftAi. Rfe^nsi?©^^ 

*ct*>r*'*. a/c #-^-r5W^e©ais*^M-r 

«. fa»^7-©S»u^u*^J^fe©ff^«:j:4^ 
**v^*-eftKJnitr«:«r»nr*J:9tt:r 

[0067] (4) ±ia^6fi^«Sr«. j!¥*T7** 

MARt)f«8w**f ■7>*BA©iaK«[tt:«ia-#-im« 
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[0 06 8] ( 5 ) ifBUJS^flTCtt. Z#2>18 3 

i^^K.U->X^i>1fi. fflX.it> Z#£>183m£2 
HISOjILT&ftU lleia©ON^i2@a©ON 

sifP<i:<Dra«:s®«s*«ii^ ft£<fc 5 <c uxb 

- HV&XWwt Z <fc 5 «C LX 
[0069] ( 6 ) ±IE^«i^S§r*». ^ 3 0 

©@^aa«is:{st''f $ c <t tcie o r so® 

y- A<D^C*#fC*>jSl,fc4>©<»:T5 c 
[0070] ( 7 > ±IBjg$6J&!!8rtt. a ? 9M? 
>hD-7 1 8 3 e ©g^KJ: 9 ft 

Si^tCJft-D-Cl,^*!. A#*> 1 8 3 b*>B##> 1 

8 3 cm®\&<z>#* ><Dm&oistttK<i:')&®'*'7—tfi 30 
[0071] ( 8 ) ±.®szimi&xte. mfztiz&m 

JfclSBSttja** + * * ^MARCPfaJSMfc^ 1- 9 9 9 B A 

*e«nai** -f 7 * * tc j: o siaif** + 9 9 zzmm.* 

*W*RjeTS-#. C©#W F*nHR*K8l*ft*-t' 
Ltcb<DX»>2>. 

[0073] cntcio, y-AT-u—Hi. mtm 50 
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Sftfc-T -5 C i + 7 * <fc 3 ft 

mmffl$<DW&-?- 9 lx (,» a fctt-c&afcfrisj* 

tt&flNCJKtgl/ Tfc < tfcg#ft<,» C £ *>6 y- A TV - 
+ f 9 * $<D&®9. A 5 > y*jSSl{CStf C 

[0074] *«ww. ia^a-ossau-^u 

©^{C«fc0ig3i{iiS*^lir^2E^«:^tf3 6 0* *rSj 

isft&vmiftmcm?z\m*m)irzx i rH v9m 
awsift! r $ c i (c «fc 0 y- a * R?t (cii* 4 c i 

[0 07 6] £tc, *^«. aa^*i-5^i«©|51|£ 

w*+ * 9 9 9& 1 msg-rssKKif zt\z>msk*m'X 
m&&*+?9 9<Dmm&t<m®&M%&*&% 

[0077] wmn&&&.m-t2>ftm. 
mmmmziu mrjkmmic&muxwtm-rit^. 
tm-?- 9 tiWM*- v mK.$> z> msxsb ~> xmomr? 

-k. zommttvmmkmcfcoxtsxztizisBPi 
mzftmmjm®Km'Xm7r;?z£'}icuxi>£i.K c 
ntcjco. y-A^u— H*, ®m-?-9(D&mMmffl 

[0078] *&mt % &mw^^9 9 9icim. 
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